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e already know Edge readers are going to own at least two 
W of the next-gen consoles (and probably all three), but for the 
sake of argument, let's assume you've only got the budget for one. 
Which one do you choose? 

Despite PlayStation2's convoluted architecture, it's clearly a 
capable machine, and features a handful of real must-have titles. 
But it's still a brave gamer that wanders into EB without having 
read reviews to pluck a game at random from the bloated shelves. 
For every Burnout or Ico or Rez, there's a Stunt GP or The Bouncer 
or one of any number of Army Men games. And perhaps worse 
than the few truly awful releases that lie in wait for the uninitiated, is 
the wealth of middling titles, the fives and sixes that exist merely so 
that Sony can boast a portfolio of over 200 titles. 

Okay, so Xbox then? It's big and it's fast and it's got Halo and, 
well, some other stuff. But it's the best part of three PS2 games 
more expensive, and what about the up-and-coming games? 
There are a few of note: Jet Set Radio Future, GunValkyrie, Soul 
Calibur 2... but there's a far greater list of unknowns, titles that 
have no resonance among the cognoscenti. And Xbox’s US 
heritage has spawned an alarming number of native sports titles of 
little or no interest to UK gamers. Xbox has impressed, but it's still 
the dark stranger about whom we know too little, and whose 
ultimate motives are possibly sinister. 

And thence to GameCube. So far, it's both overjoyed and 
underwhelmed in equal measure, but it carries the beloved 
Nintendo brand and hopes are high. Even though Nintendo treats 
UK gamers like an evil stepmother – denying us favours, and 
belatedly doling out hand-me-downs - we still have the capacity to 
forgive. Anyone who struggled through the last five years an N64 
gamer will know the score, and it looks like we're going to have to 
do it all again. (Eventually.) 

So, for the time being, it's a tough call. To fully enjoy all aspects 
of the videogaming canon, you have to get, or at least have access 
to, all three systems. Thanks to the freedom of a competitive 
marketplace, if you want to play GT3 and Halo and Pikmin, you've 
no other option. 

Back in issue 8 of Edge, our editorial optimistically predicted 
the coming of a standard, a VHS for games. We were right about 
consoles becoming increasingly similar in specification, and right 
about MPEG playback as standard, and network access as 
standard. But we were wrong about that single format. 

Dead wrong... 
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Microsoft and Nintendo both lay claim to the spoils of a 
genuinely successful dual launch period 


s Edge goes to press, the dust has yet 
A to fully settle on the US launches of 
Xbox and GameCube, which took place 
amid customary scenes of celebrity 
endorsement, competitions and queues, on 
November 15 and 18 respectively. In the 
weeks following the launch of the two 
consoles, a wide and sometimes 
contradictory range of sales figures have 
been released by a number of parties, with 
each manufacturer claiming a greater 
degree of retail success. Though it's still too 
early, and probably disingenuous, to 
determine which of the two came out on 
top, it's clear that, compared to the logistical 
glitches that beset last year's PlayStation2 
launch, both Nintendo and Microsoft have 
reason to be cheerful. 


Three days later, Nintendo opted for a 
less ostentatious approach. Buoyed by a 
barrage of reports in the mainstream press 
that came out in favour of the cheaper 
GameCube, the company held one of its 
regular Cube Club events in the lower 
Manhattan district of New York, attended by 
celebrities such as Lil' Kim, John Turturro, 
Matthew Modine, and a three-storey 
projection of Mario. Nevertheless, despite 
the general absence of country-wide launch 
parties, gamers still turned up as far as 14 
hours in advance to pick up one of the first 
black or indigo GameCube units from their 
local K-Mart of Toys R Us — despite the 
unpleasantly cold weather. 

Retailers were quick to come out in 
support of a launch period that confounded 


Compared to the logistical glitches that beset 
last year's PlayStation2 launch, both Nintendo 
and Microsoft have reason to be cheerful 


Though preorder schemes were heavily 
subscribed, there turned out to be enough 
units on shelves for anyone that braved 
opening night queues to pick up their 
console of choice — at least on the first 
morning of each launch. Which isn't to say 
that the respective opening nights were 
bereft of hype. Microsoft's launch kicked off 
with a huge event staged in front of the 
Times Square Toys R Us, attended by Bill 
Gates himself. Times Square was bedecked 
in Xbox green, with green doughnuts, glow 
necklaces and even hot dog vendors 
providing a suitably garish backdrop to a 
quick game of Dead Or Alive 3 between 
Gates and wrestling superstar The Rock. 
When midnight arrived, one lucky punter, at 
the start of the queue received a signed 
Xbox from the Microsoft chairman himself. 

Other midnight Xbox launches took 
place around the country, but they didn't 
come close to matching the size and scope 
of New York's monster gala. In San 
Francisco, for example, retail outlet EBX 
hosted its own high-spirited party with free 
pizza and Mountain Dew, tunes provided by 
a local radio station, plus a raffle giveaway 
for Xbox games and a snowboard. 
Surprisingly, the queue (of over 100 people) 
didn't actually form that far in advance, with 
the first person arriving at around 6pm. 


pessimistic observations of declining 
consumer confidence, with Microsoft in 
particular wheeling out supporting 
statements from major retailers. "The Xbox 
launch was the best launch | have ever 
been a part of, and that goes all the way 
back to launches like that of Nintendo 
Entertainment System, Super NES, 3DO 
and Atari," reported Dan DeMatteo, 
president of Gamestop, and echoed by 
Wayne Yodzio of Toys R Us. Meanwhile, 
Electronics Boutique's vice president of 
merchandising, Peter Roithmayr, pointed 
to broken sales records. "It was incredible. 
We had the single largest sales day in 
Electronics Boutique history. This was a 
record we thought would take forever to 
be broken." 

Gushing endorsements from vested 
interests aside, it was impossible to dispute 
the fact that both major system launches 
avoided nearly all the pitfalls of Sony's 
colossally over-promised, under-delivered 
PS2 release last year. With no convoluted 
preorder scheme or manufacturing 
shortfalls, and no doubt owing to the fact 
that two consoles were on the market at the 
same time, availability continued to meet 
demand thanks to successive shipments 
from the two console manufacturers. One of 
the upshots of this was that Internet auction 


Despite gloomy predictions that declining consumer confidence would negatively affect 
the launches of Xbox and GameCube, US gamers turned out in force to pick up early 
shipments of hardware, with titles like Luigi’s Mansion and Halo also quickly snapped up 
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Though both Microsoft and Nintendo 
quoted impressive sales statistics, it 
remains to be seen whether these will 
dent Sony's PlayStation2 dominance 
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Speculators got their fingers burned — 
perhaps the only audience sector to be 
significantly disappointed. Several bitter 
parties went on record to register their 
disapproval that the massive markups of up 
to $300 that accompanied the PlayStation2 
launch weren't repeated this year. 

Anybody looking for frenzied speculation 
only had to wait a couple of weeks though, 
thanks to successive announcements 
detailing sales figures, shipping allotments 
and software ratios. The tortuous, tit-for-tat 
process of determining precisely how 
successful the two companies had been 
was kicked off by initial reports from 
investment bank Goldman Sachs. During 
the week following November 18, it 
reported, more stores had sold out of their 
initial shipments of Xbox than those that had 
Sold out of GameCubes. Of course these 
figures were after Microsoft's three-day lead, 
but Nintendo quickly came out to declare 
the GameCube the fastest selling console 


launch ever after it shipped 740,000 units. 
Claiming to have sold 600,000 of those 
units in North America during the launch 
period, it also declared a sell-through rate of 
nearly twice that of Xbox, with Luigi's 
Mansion "the most popular console launch 
game ever” apparently. 


launch. In terms of the all-important 
software ratio, this report held promising 
news for Xbox, which at 2.4 games per 
console was ahead of GameCube and 
PlayStation, which each had a ratio of 1.9. 
But then came Microsoft's announcement 
that it too had had the most successful 


Nintendo also declared a sell-through rate of 
nearly twice that of Xbox, with Luigi’s Mansion 
“the most popular console launch game ever” 


Still, it wasn't long before yet another report, 
this time by Credit Suisse First Boston, also 
an investment bank, offered another 
interpretation, pointing to GameCube sales 
figures of 469,000 units during its first week 
on sale. Xbox sales, by comparison, were of 
186,000 units during the same week, 
bringing it to a total of 556,000 units after its 


launch of all time, or more specifically, the 
“best-selling videogame console launch on 
record after two weeks of sales”, and that 
Halo had outsold Luigi’s Mansion over the 
same period. Though Edge eagerly awaits 
finding out what the best-selling console 
was after five-and-three-quarter days 
following a full moon, it sadly seems that the 
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Luigi's Mansion was, according to Nintendo, the fastest ever selling launch title, with Rogue Leader also doing brisk business. The hotly 
anticipated Smash Brothers DX, meanwhile, gave Japanese sales of GameCube a timely boost, compensating for the disappointing launch 


true scale of Xbox and GameCube 
penetration will have to wait until more 
concrete sales figures are established. By 
which time it will also be apparent whether 
Microsoft's target of 1 million to 1.5 million 
units shipped, and Nintendo's target of 
1.8 million units sold, by Christmas, will 
have been met. 

As this posturing suggests, a successful 
US launch is imperative. Nintendo is clearly 
hoping to maintain its untarnished 15-year 
record of profitability, and in light of the 
muted Japanese launch and the fact that 
he company derived half of its revenues in 
he six months to September in the US, it's 
a crucial territory — certainly more so than 
Europe, which presents localisation and 
logistical hurdles. Indeed Nintendo's 
European PR agency still has no idea when 
the company will break its silence regarding 
the European hardware launch, and 
publishers are still citing, off the record, a 
September release date. 


For Microsoft, the region may 
acquire a greater significance in light of 
Steve Ballmer's disclosure that the 
company does indeed have broader aims 
for its console than just the games market. 
"We know we have to succeed but there 
is a broader concept there that we will 
pursue at some point," he revealed two 
weeks after the launch, to the surprise 
of nobody. 

"You can say, is it the end of the road or 
is there a bigger play? And the answer is 
yeah, there's a bigger play we hope to get 
over time." Nevertheless, Microsoft is going 
to have to achieve that bigger play without 
the low cost base, high thirdparty licensing 
fees, and strong firstparty IP that Nintendo 
can count on. 

Whether either company will ever be 
able to topple the hugely successful 
incumbent, PlayStation2, is another matter. 
But they both seem to have got off to 
a very positive start. 


Some onlookers might have been unhappy 
that The Rock's drubbing of Bill Gates 
didn't take place in the ring, but the 
Microsoft chairman was in buoyant mood 


Microsoft also claimed some sort of best-selling status for its major launch title, Halo: Combat Evolved, while both Amped: Freestyle 
Snowboarding, and Tecmo's Dead Or Alive 3 also proved popular. But the company will have to wait to see how the console fares in Japan 


Gates talks Xbox 


While the Xbox launch celebrations were 
in full swing, Edge spoke with Microsoft 
supremo Bill Gates, to discuss what the 
future holds for Microsoft's home 
entertainment hub. 


Five years ago, you argued that 
Microsoft's gaming focus would be on 
PC. Since then, quite a bit has changed 
and you're entering the market with a 
console. Where do you see Microsoft's 
gaming focus in the next five years? 

For the hardcore gamers who want to play 
games on their TV set, the Xbox is where 
it's at. The PC is really different – that's one 
thing l've learned during this whole Xbox 
process. The types of games are different, 
the way people think about development is 
different. We can continue to make great 
improvements on the PC side and we can 
make the Xbox have better games, and we 
can make those work together. 


Do you see Windows and Xbox 
converging in the near future? 
Well, there's certainly common technology 
that benefits the two, but they're optimised 
for very different experiences. So | would 
say, in terms of convergence, that there’s 
some neat things we can do to make sure 
they work well together - that all makes 
sense. But first and foremost you've got to 
get people to understand [that Xbox is] the 
best game platform ever, and go out there 
and get critical mass, and then you can add 
a lot of neat things on to that. 


Do you see online gaming becoming a 
major part of the console business in 
Xbox’s lifetime? 

Yeah, we absolutely think that online 
gaming will be a major thing so we're going 
to learn as we go. We spent a lot of time 
with the Xbox – we spent a lot of time with 
the developers and got their feedback and 
designed around that. We made our bet on 
broadband gaming. We built an Ethernet 
adaptor into every Xbox and we put a hard 
disk into every Xbox, so it's a very different 
approach than anybody's taken before. We 
decided that, hey, if you want to play online 
games you're going to want to talk to your 
friends while you play. We can deliver that 
because of the assumptions we've made. 
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Thumb Bandits 


Videogame television has had a chequered past, but the latest 
Channel 4 effort attempts to pitch the form to a broader audience 


‘Thumb Bandits’ attempts to mix serious 
features with lighthearted reviews and 
previews. On present evidence the format 
needs some tweaking, but at least 
presenters, Alex Krotoski and lain Lee, 
know their games. Although it will never 
please everyone, the show is improving 


ideogames and television have 
V traditionally gone together like caviar 
and custard. 'GamesMaster', 'Bad 
Influence’, 'T.I.G.S', ‘Bits’: all have sought to 
render an interactive entertainment 
interesting via a passive medium while 
maintaining high viewing figures and 
satisfying the ‘hardcore’ element. Arguably, 
none have succeeded. 

To remedy the situation Channel 4 has 
commissioned a new videogame show with 
the simple remit: do it better. First broadcast 
on November 16th at 11.50pm, ‘Thumb 
Bandits’ is attempting to combine reviews, 
news, interviews, features and more ‘out 
there’ subject matter into a 28-minute show. 

Scheduled to capture the attention 
spans of the Friday night post-pub posse 
the programme makers clearly have a tough 
task keeping both enthusiasts and 
mainstream viewers happy. In truth, the 
show got off to a stuttering start with the 
first two episodes altering in tone and 
structure and containing the occasional 
factual error. (A situation not helped by the 
five-week delay between shooting and 
broadcast.) 

However, Ideal World Productions, the 
production company behind the show, is 
keen to emphasise the improvements which 
have been made since the programme first 
aired. “Response has been really good,” 
defends Tim Brocklehurst, the assistant 
producer of ‘Thumb Bandits’. “There have 
been a few disgruntled ‘Bits’ and 
‘GamesMaster’ fans, but we have only aired 
two programmes. We actually have eight in 
the can and the programme has come on 
leaps and bounds - but our audience don't 
know that yet." 

Certainly the third programme, 
broadcast on November 30th at 11.30pm, 
was much better with stronger content and 
a more defined structure. Although things 
are looking more promising for the next 12 
episodes it would seem that the philosophy 
underpinning the programme strays little 
from the well-worn paths of TV know-how. 
"We are trying to open out the world of 
videogaming to a much larger audience, " 


"Any chance we get to cover sex, drugs 
and rock 'n' roll we jump at — these subjects 
being the cornerstone to most viewer's 


weekend television" 
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continues Brocklehurst, “so any chance we 
get to cover sex, drugs, violence and rock 
'п' roll we jump at - these subjects being 
the cornerstone to weekend television." 

"Thumb Bandits' is currently drawing in 
around 800,000 viewers (which compares 
favourably with ‘Bits’) and its presenters, 
lain Lee (‘The 11 o'clock Show’) and Aleks 
Krotoski (‘Bits’), are genuine gaming 
enthusiasts. Both are keen to emphasise 
their passion for the form and point out the 
difficulties of reaching two disparate 
audience strands. "Some viewers are 
boffins," says Lee. "People just say, "That's 
the lanky git off the telly making fun of my 
hobby'. But | am a boffin, | am a geek. I'm 
quite happy to take the piss out of myself." 
It is pleasing to note the acerbic humour 
which Lee has brought to the show. 

While it may still be rough around the 
edges the programme's commitment to an 
older (though slightly inebriated) audience is 
commendable. "The journalism is more 


grown up and there's a different dynamic," 
concludes Krotoski. "We are really trying to 
include good features. It's far less wacky 
than 'Bits'." So, while videogame television 
is unlikely to make a radical departure from 
its past, early evidence suggests that 
"Thumb Bandits' represents a step in the 
right direction. Edge will certainly stay tuned 
to see how the programme evolves 

over the coming months. 


The regional accents are a result of the 
show being shot in and around Glasgow 


Digital Media World 


Dedicated games conference bears witness to the continued 
creative complexity of the videogame industry 


he videogame industry was well 
T represented at this year's Digital Media 
World exhibition, which took place at 
London's Olympia (November 13-15). 
Companies such as Softimage and Discreet 
demonstrated their wares to a captive 
audience on the main showfloor, but for the 
first time, the event included a games 
conference, which took place over the first 
two days of the expo. Featuring a range of 
speakers, subjects covered included 
everything from interactive storytelling to the 
creative potential of wireless gaming. 


For example, while Ernest Adams was 


urging developers to take control of in-game 


narrative, Spector was urging them to allow 
players to create their own narrative. 
Jonathan Small and Charles Cecil both 
discussed multiformat development in an 
era of growing digital distribution, and they 
were each able to draw their own distinct 
conclusions. And wireless gaming platforms 
were as important to some speakers as 
next-generation consoles were to others. 
Surely this kind of discourse can only 

be a good thing? 


Warren Spector was the most articulate and 
entertaining speaker, delivering a lecture that 
exhorted the development community to 
provide players with the freedom they deserve 


The only real gripe that can be levelled 
at the event was the poor attendance, 
which owed a lot to a location which was 
difficult to find (even David Braben was 
initially turned away by overzealous 
doormen). When the conference got going 
though, there was much to commend it. 
Though there was a surprising amount of 


material that had been recycled by speakers 


from GDCE, there were several highlights. 
Jason Kingsley of Rebellion and Andrew 
McKlennan of Steel Monkeys led a 
discussion about Strategies for 
Independent Developers, in which they 
outlined TIGA’s attempts to come up with 
an alternate funding structure to 
compensate for publisher conservatism. 
Revolution Software's Charles Cecil 
spoke eloquently about crossplatform 
episodic content development. And Chris 
Bateman, of International Hobo, delivered 
an excellent talk about interactive 
storytelling which was unfortunately 
curtailed due to time constraints. 
Warren Spector, delivering his talk 
via a live satellite link-up, was undoubtedly 
the most articulate and entertaining 
speaker, delivering an organic lecture that 
ranged widely, and exhorted the 
development community to provide 
players with the freedom that they 
deserve. But the real highlight of the 
Digital Media World games conference, 
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Nintendo president Hiroshi Yamauchi recently 
announced plans to set up an incubator fund 
to support fledgling developers. Using 
proceeds from the sale of a portion of his ; 
stake in the company, a 20 billion yen (£110m) 
investment fund will be set up ín January. 
While the move will allow the Nintendo | 
supremo to avoid capital gains tax, it is also a 
clear response to increased competition for | 
developers following the entrance of Microsoft 
into the market, and follows the company’s 
reduction of its thirdparty licensing fees. It also 
follows the recent releases of Pikmin and 
Smash Brothers DX, which have boosted sales 
of the GameCube in Japan, following a 
relatively muted launch, 


Sony has finally officially announced a price 
cut for PlayStation2 in Japan, to ¥29,800 
(£165). The company has also announced 
plans to officially launch PlayStation2 in South 
Korea. Previously unavailable in the region 
owing to a cultural import ban between the 
two countries, and high rates of piracy, the 
move is in response to Microsoft's decision to 
launch Xbox in the territory. 

In related news, Hisashi Suzuki has 
announced that he is to resign as president 
and CEO of Square following the disappointing 
performance of the ‘Spirits Within’ movie, and 
Sony’s acquisition of an 18.6 per cent stake. 
COO Yoichi Wada will replace him. 


European Dreamcast owners can finally 
officially choose to access the Internet through 
the ISP of their choice, following Sega 
Europe's decision to stop acting as exclusive 
provider of Dreamcast Internet access 
services. The release of new browser software 
to replace Dreamkey versions 1.0, 1.5, and 
2.0, will allow Dreamcast owners to use any 
available ISP throughout European territories. 
Online gaming will continue to be supported 
over the new browser, while Dreamarena portal 
services are to be merged with Sega Europe's 
Web site available at www.sega-europe.com. 
The company was keen to emphasise that its 
partnership with BT will continue. 


was the diversity of the opinions that 


While the showfloor allowed show-goers to evaluate a wide range of animation packages, 
were on offer. it was also possible to take in a wide variety of opinions about the future of videogames 
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BTopenworld unveils new gaming service 


Focused content strategy kicks off with premium games service, 
as PlayStation2 access trials unveiled 


BTopenworld's head of games, Geraint 
Bungay, highlights ease of use as one of 
the strengths of the company's offering 


Recently Reviewed 


Unfortunately, due to a production 
error, last issue's review of GTA III 
was accompanied by an incorrect 
score. The correct Edge rating was 
eight out of ten. 


Recently Reviewed 


Edge brings you a rundown of last issue's review scores 


n a bid to move from its current general 
| portal offering towards an emphasis on 
significant content sectors, internet service 
provider BTopenworld has announced a 
paid-for games service. Building on the 
recent acquisition of key assets from Games 
Domain, the company has unveiled a 
Subscription service operating at 
www.gamesdomain.co.uk for a fee of £9.99 
per month. Although the service is available 
over both narrowband and broadband 
connections, and open to non-BTopenworld 
subscribers, the fact that it's being launched 
concurrently with a similar premium rate 
music service, would appear to indicate a 
bid to drive broadband uptake – despite 
protestations from BT to the contrary. 

Given the preponderance of readily 
available freeplay sites, BTopenworld hopes 
that several strategic partnerships will deliver 
the sort of compelling content and service 
that can persuade gamers to part with their 
cash. "Advertising and e-commerce won't 
sustain these business models any more," 
argues the company's head of games, 
Geraint Bungay, explaining the move to a 
subscription service. "It's the only way that 
we can offer a professional quality service 
and guarantee being around next year. We'll 
be able to offer exclusive windows – so a 
game may come out but for the first week 
or first month you can only play it on Games 
Domain. And we'll have exclusive mods or 


Title Platform Publisher Developer Score 
Halo: Combat Evolved Xbox Microsoft Bungie 10 
Rez PS2/DC SCEE/Sega United Game Artists 9 
Civilization III PC Infogrames Firaxis 9 
Amped: 
Freestyle Snowboarding Xbox Microsoft In-house 8 
Jak And Daxter PS2 SCEA Naughty Dog 8 
Project Gotham Racing Xbox Microsoft Bizarre Creations 8 
Shenmue Il DC Sega Sega-AM2 8 
Virtua Tennis 2 DC Sega Hitmaker 8 
Baldur's Gate: 
Dark Alliance PS2 Interplay Black Isle Studios 8 
Grand Theft Auto ІІІ PS2 Take 2 Interactive Rockstar/DMA 8 
Minna De Puyo Puyo GBA Sega Sonic Team 8 
Oddworld: Munch's 
Oddysee Xbox Microsoft Oddworld Inhabitants Y 
Pikmin GC Nintendo In-house 7 
. World Rally Champ'ship PS2 SCEE Evolution Studios 7 
Bravo Music PS2 SCEI In-house 7 
Half-Life PS2 Vivendi Universal Gearbox 4 
Doom GBA Activision id Software/David A. Palmer 6 
Soul Reaver 2 PS2 Eidos Interactive Crystal Dynamics 6 
Fuzion Frenzy Xbox Microsoft Blitz Games 3 
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maps. We're going to launch two maps in 
the next few weeks developed by the guys 
who did Quake 3 Team Fortress. We've paid 
those guys to develop a brand new map for 
us that will only be available on the Games 
Domain service. Then there's customer 
support from Alien Pants, which will be 
running leagues and competitions, and 
encourage the community to build. And 
because it's a paid-for service, you know 
that that community is going to last." Other 
strategic partnerships include Electronics 
Boutique, which will provide backend 
infrastructure, and Exent technologies, 
which has recently trialled games on 
demand over broadband connections. 

Apart from supporting online gaming 
via the PC, BTopenworld will also conduct 
technical trials to facilitate network 
connectivity with PlayStation2. "We're 
kicking off the technical trials in the next 
few weeks, which will run for several 
weeks," explains Bungay. "But when the 
PS2 goes online you'll be able to access it 
via narrowband or broadband." Whereas 
cable operator Telewest seems to be aiming 
for a more content provision strategy with 
regard to the PlayStation2, as reported in 
E99, BTopenworld's deal is purely about 
access. "So if it's narrowband, you plug it 
into your standard phone line, and if it's 
broadband you use the network adaptor 
that Sony are going to ship at some 


point next year." zz 


The new premium rate service was 
demonstrated at the BT Tower, with 
multiplayer Quake and Castle Wolfenstein 


Eventually, the service will grow beyond 
the obvious target audience of hardcore 
gamers, to encompass the mainstream 


Milia unveils Think Tank keynotes 
Forrester Research looks at the mainstream 
in its keynote speech in Cannes next February 
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eed Midem and Forrester research 

have announced details of the 
Think.Tank Summit 2002, that will 
accompany Milia 2002, The World's 
Interactive Content Marketplace. For the 
second successive year, the conference 
will take place over the first two days of the 
overall exhibition, which runs from February 
4-8 at the Palais des Festivals in Cannes, 
and is dedicated to developers of content 
across broadband, interactive TV and 
videogames. 

Emily Nagle Green, the Managing 

Director, North America, of Forrester 
Research, will be delivering an address 
which looks at the adoption of new 


technology by mainstream consumers. 
‘When Mainstream Consumers Go 
Interactive' looks at effect this audience 
sector will have on content delivery 
platforms, and outline the company's latest 
forecasts. "We are extremely happy to 
welcome back Forrester as a Research 


Advisor for our conferences at Milia 2002,” 
declared the exhibition's executive director, 
Laurine Garaude. "Naturally we continue to 
develop the conference to ensure we build 
on its reputation for quality debate, high 
level discussion and keynote addresses 
from some of the industry's most important 
visionaries and business leaders." 

Once again, those attending Milia will 
also be able to check out the Game 
Developer Village, and the winners of the 
eighth annual New Talent competition. Now 
that the deadline has passed for 
independent developers to register for the 
Game Developer Village, a committee 
composed of event sponsors and media 
partners is currently in the process of 
selecting the 30 successful applicants. 
Meanwhile, the 15 winners of the New 
Talent Competition will also be judged, 
before successful applicants are granted the 
opportunity to showcase their work in 
a dedicated area at the exhibition. 


Taking place next February, Milia should allow representatives of the European games 
industry to reflect on what is promising to be a very successful Christmas retail period 


TERMINATOR AND SPIDER-MAN FOR PS2 
ULTIMATE 


REVIEW 
GUIDE 
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Sadly, Edge's US sister magazine, 'Next 
Generation', will be closing after releasing its 
final issue in January 2002, marking an end of 
an era. Launched in the US in January 1995, 
'NextGen' was intended to emulate the 
success of Edge, reaching its peak in 1996 
with an attendant website that became the 
industry standard in the US. During its run, it 
won praise from a wide range of quarters, 
including ‘Time’ magazine, ‘USA Today’, "The 
Wall Street Journal', ABC News and 'Fortune'. 
Despite several redesigns and support from 
publisher Imagine, the magazine ultimately 
proved to be "a magazine of its time," 
according to Imagine president, Jonathan 
Simpson-Bint. Edge wishes the team the 
best of luck in its future endeavours. 
Concerned Edge readers should note that 
Edge ís a separate entity and is unaffected 
by the closure. 


London's Institute of Contemporary Arts will 
be holding a conference on January 17 
entitled ‘Games And The Body’, to explore the 
relationship between videogames and the 
human body. The event kicks off with a panel 
discussion at 5pm, and features the likes of 
Edge columnist Steven Poole, Nike's Ray 
Riley and neuroscientist Daniel Glaser. The 
event will be sponsored by PlayStation. 


BioWare has terminated its agreement with 
publisher Interplay, regarding the company's 
forthcoming D&D RPG, Neverwinter Nights. 
The move follows a lawsuit filed by the 
Baldur's Gate developer against Interplay over 


a breach of contract. BioWare has stated 
that the game is still due for release in 2002 
with a different publisher, and the company 
is also at work on Star Wars: Knights of the 
Old Republic. 


Namco has said it is to develop a range of 
peripherals for PlayStation2 to make 
videogames more accessible to the physically 
handicapped. Spokesman Hiromichi 
Kawaguchi has announced that clinical trials 
will take place from April to test the 
controllers, which will vary in design to cater 
for a range of disabilities. The step builds on 
the company's 15-year record of developing 
equipment for the disabled. 


New details have emerged regarding Bam 
Entertainment's GBA conversion of classic 
adventure game Broken Sword, due for an 
early 2002 release. The game will benefit from 
advanced data compression to fit it all on to a 
GBA cartridge, and a revised interface more 
suited to the GBA controls. It will also feature 
several easter eggs to reward players already 
familiar with the title. 


Team 17 has announced a partnership with 
G-cluster, a company devoted to bringing 
networking and server technologies to 
handheld devices, set top boxes and 
in-flight entertainment systems. The 
developer's multiplayer title, Worms World. 
Party, will be the first game available over 
G-cluster technology. 


Kuju Entertainment has unveiled a technology 
demo for Motorola's DragonBall MX1 
microprocessor, designed for use in wireless 
devices, PDAs and web browsers. Entitled 
Kujuxians, the demo raises the possibility of 
videogames featuring speedy, full colour 
graphics over a wide range of devices. 


Judging by adverts taken out in trade papers 
recently, Amstrad has been snapping up 
copyrights to classic Sinclair and Spectrum 
titles. While the company has yet to comment, 
the ads refer to "an exciting new project due 
to launch in 2002"". It's more than likely that 
the company is planning to take advantage of 
new market opportunities presented by 
interactive devices such as set top boxes, 
mobile phones and PDAs. 
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Tracking developments in development 
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Advanced mapping 


When Kuju couldn't find the right mapping tool for its 


Game Boy Advance project, it decided to make its own 


hile ‘Codeshop’ usually focuses 
W on highly complex technologies, 
there's still the occasional reminder that 
the lone coder can make his mark in 
the development process. One 
example is Kuju's 'Mapster' utility for 
the Game Boy Advance, which has 
been released under an open source 
licence from the developer's Website. 

"The problem occurred a couple of 
months ago when we were working on 
Some Game Boy Advance games, 
which were using the hardware's ability 
to render tile-based graphics quickly. 
Unfortunately there weren't any good 
authoring paths available," explains 
Kuju software engineer Harry 
Denholm. “То get art assets into our 
game engine, we were having to put 
them through something like six 
different applications." 

There were a couple of commercial 
tools available and Kuju's attitude was 
that if it was going to spend money on 
tools, it wanted the source code as well 
So it would be able to modify it later. 
More research revealed another 
possible solution. Called ‘Tumeric’, the 
freeware mapping tool was flexible but 
ran on DOS and only supported a low 
resolution of 320x240 pixels. 

"We didn't have the time to get up 
to speed on it and anyway it might not 
have done everything we needed, so | 
said, ‘I can probably write a tool in a 
day-and-a-half'," Denholm recalls. One 


Sun 


Using 'Mapster', artists can set up a palette of different 8x8 pixel tiles which they can 
then simply place to create the overall level background 
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week later, Kuju's artists were using 
'Mapster' to design levels, which 
previously had taken days to complete, 
in a matter of hours. 

"The application makes maps, 
basically," deadpans Denholm. Artists 
create a palette of 8x8 pixel tiles and 
then can simply place them onto an 
arbitrary-sized background to create 
their levels. One neat addition 
implemented was a smoothing function 
that allows artists to automatically 
blend between the different tiles. “It 
took the artists hours to blend all the 
areas together, it was a real pain. So 
we wrote this little tool in 'Mapster' to 
do it," says Denholm. "It was great 
because we could solve other 
problems from within 'Mapster' as it 
was custom written." 

The resultant map file is exported 
from 'Mapster' as a high resolution 
high bit-depth TGA image. "We know 
the pipeline from the authoring tool to 
the game engine can be different for 
each developer so there's no point 
writing a specialist exporter," Denholm 
explains. "But as an image file, people 
can do what they want with it. And 
because we've released the ‘Mapster’ 
Source code they can write an exporter 
to their game engine. The whole point 
of 'Mapster' is creating an easily 
configurable authoring tool so we've 
tried not to lock it down to any 
particular paths." 


Harry Denholm, software engineer , Kuju 
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Developed for ап as-yet-unannounced 
Kuju Game Boy Advance game, the 
open source version of ‘Mapster’ comes 
complete with sample art from 

a topdown racing demo 


Connected 
development 


Connected development 

One of the big issues for middleware 
vendors at present is integration within 
clients' production pipelines. It's not 
something that bothers Jeffery Hutt 
however. "Many middleware 
companies rely on integrating other 
technologies because they don't 
provide comprehensive solutions 

Each of our products includes multiple 
technologies such as rendering, 
sound, physics, networking and 
animation," he says. "We also provide 
developers with a full suite of content 
creation tools. Of course, our 
technology uses a modular 
architecture, so it's feasible for a 
developer to hook in another 
technology if they wish." 


As middleware comes of age, LithTech is making 
its technology stand out thanks to some funky branding 


he selling point of middleware used 

to be the quality of the technology. 
Now, with the battle for mainstream 
acceptance over, more ethereal issues 
are coming into focus. For US vendor 
LithTech this means a sparkling set of 
new names for its suite of tools. 
Previously defined under the 
umbrella nomenclature, ‘the LithTech 
Engine', the different options available 
are now demarcated by the names 
‘Cobalt’, ‘Jupiter’, ‘Talon’ and the 
forthcoming ‘Discovery’. The ‘Jupiter’ 
system is LithTech’s cutting-edge 
engine, and is being used by sister 
company Monolith to develop No One 
Lives Forever 2. ‘Talon’ offers a more 
solid environment ensuring developers 
can meet tight deadlines with less risk. 
Monolith has used this to complete 
Aliens Vs Predator 2. 

“| don't think there will be a stigma 


LithTech’s ‘Jupiter’ technology is its cutting-edge product which is being used to develop the 
sequel to No One Lives Forever. These screens are taken from work in progress 


Jeffery Hutt, CEO, LithTech 
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Aliens Vs Predator 2 is an example of a time-sensitive project which employed LithTech's 
‘Talon’ system to ensure its release date was met 


for developers using ‘Talon’,” explains 
LithTech CEO Jeffery Hutt, when asked 
if developers might have a problem 
admitting they aren't using the most 
feature-heavy engine available. “Some 
developers create products that take 
more than a year, while many others 
must meet the challenge of producing 
games in less time,” he says. “Since 
‘Talon’ is targeted at developers 
shipping games during the next 6-12 
months, | am confident they will be 
armed with the horsepower to create 
games that are on a par or superior to 
the technology in other leading games.” 
With cross-platform development a 
crucial aspect of middleware, ‘Cobalt’ 
features as LithTech’s first generation 
PlayStation2 offering, which is currently 
being used to port No One Lives 
Forever 2 from the PC. A second- 
generation technology will be released 
in 2002, as will an Xbox product, which 
has been tentatively named ‘Nautilus’ 
The pricing model for ‘Jupiter’ is $250K 
per product, per platform, while ‘Talon’ 
and ‘Cobalt’ are available for $75K, with 
the same conditions. 
Perhaps the most interesting of the 
suite though is ‘Discovery’, LithTech's 
long-awaited massively multiplayer 
server technology. "'Discovery', which 
combines ‘Jupiter’-level graphics with a 
complete multi-server networking 
module, will be the pre-eminent licensed 


technology for developers of Massively 
MultiPlayer (MMP) games,” predicts 
Hutt. “When | visited Korea recently, 
developers wanted to learn about 
‘Discovery’ and the details of developing 
LithTech-powered online games. While 
the MMP market is relatively young, 
there's no question that we see a lot of 
growth in online gaming, particularly in 
markets where the broadband 
infrastructure is ahead of the US.” As 
with the other systems, ‘Discovery’ is 
already being used by Monolith in an 
as-yet-unannounced game. 

LithTech's involvement in online 
gaming has also been strengthened by 
its deal with Real Networks. Its 
technology is used in Real's electronic 
game distribution platform 'RealArcade'. 
"We're very enthusiastic about 
'RealArcade'," says Hutt. "In addition to 
the standard retail channel, 
'RealArcade' represents an excellent 
opportunity for established developers 
and publishers to release LithTech- 
powered games electronically and earn 
extra revenue. Real has broadened 
‘RealArcade’ so it supports streaming 
and downloadable games. | really like 
the flexibility this provides because 
developers aren't required to produce 
a special downloadable version of 
their game." 


[UzPH(wwwlithtech.c.om —— —  ] 
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‘It’ revealed: inventor Dean Kamen's single-person 
human transporter, Segway, makes its debut 


Unfortunately, the comical Segway video does little 
more than make its passengers look foolish 


Videogame devotees should make the pilgrimage 
to the Barbican's Game On exhibition 


Game On's celebration of 40 years of videogaming 
includes many classic systems, such as Atari's VCS 


a. Segway to success 


US: About a year ago, the Internet was awash with rumours of a 
radical new device, known only as ‘It’. Suggestions ranged from 
gyroscopically-balanced two-wheeled personal transporter to an 
anti-gravity vehicle. Sadly, those who plumped for the 
gyroscopically-balanced two-wheeled personal transporter got it 
bang on, and the end result is the Segway HT (human 
transporter). Though fairly basic in appearance, Segway is loaded 
with state-of-the-art high-techery, including twin 2hp brushless 
electric motors, and an inertial sensor assembly developed by 
British Aerospace. Two tilt sensors and five gyroscopes work in 
concert to maintain the machine's upright orientation. While many 
famous pundits have hailed Segway as an epoch-making 
breakthrough, the corporate video (downloadable from 
Wwww.segway.com) is unintentionally hilarious. 


[= Game On for videogames 


UK: There have been many written histories charting the rise of 
videogames, but good exhibitions, displaying key hardware 
releases and contextual social comment, have been thin on the 
ground. To change all this the Barbican Gallery in London is 
organising an exhibition which explores the 40-year history of 
computer gaming (1962-2002) and analyses the creativity and 
influence of videogames on contemporary culture. On show from 
16th May to 15th September, visitors can expect to learn about 
the essence of the form by exploring 11 themed sections. Some 
250 exhibits will be on display including the first arcade game, 
Space War (1971), right up to more modern developments 
including Nintendo's GameCube. But don’t worry, the consoles 
won't just be hiding inside glass cabinets, there’ll be an area set 
aside with over 40 playable games. Go to www.barbican.org.uk 
for more information. 


Soundbytes 


g cartoons, games such as the 
be's Luigi's Castle are unique 


nts down to the smallest detail." 
Terry Wilson trips himself up in the ‘Denver Business Journal’ 


"The infrastructure isn't there yet, so we're 
not at the point of announcing it. | know 
some people think Nintendo will be in 
trouble once online games become more 
popular because we were so conservative, 
but we already have games that use 
communication, and we're still looking into 


online servers. We can dive right in." 


Shigeru Miyamoto defends Nintendo's lack of commitment 
to the online arena in www.video-senki.com 


"Hiroaki Yotoriyama and his team at Namco 
Development Dept£ are back and must do 
what others so far have failed to accomplish: 
They must top themselves." 
A poignant editorial blooper in ‘NextGen’ magazine 


“Some people think he is Lara O 
don’t even know he is a real p 


Rally driver Richard Burns retaliates to Colin McRae} 
that he has a big head at www.eurosport.d 


== Eightplayer football on the cards 
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Japan: Along with one of the longest names of a videogame in 


recen 


memory, Sega's latest football title is likely to take up a lot 


of space in any Japanese arcade emporium. World Club Football 
Serie A 2001-2002 looks like kick-starting football fever in Japan 


in рге 


aration for the World Cup. Team selection and strategies 


are so complex that starter packs must be bought from vendors 


which 


includes 11 player IC-cards and club team records. User's 


can set team formations by displaying the trading cards on screen 


with d 


ata from the matches downloaded in realtime as the match 


progresses. It is even possible to have eightplayer frenzies. 
Perfect for recapturing those school playground sessions when 
everyone herded around the ball. 


E- Siemens invaders 


Europe: Get ready for the wave of Java-enabled mobile devices 
arriving in Europe next year. Moreover, prepare yourself for the glut 
of retro classics which are about to make use of the new 
technology. Digital Bridges and iFone are set to bring Taito and 
Atari classics, respectively, to portable devices. Though cost and 
pay schemes have still to be decided, games such as Frogger, 
Asteroids, Centipede, Pong and Space Invaders are set to make 
the current trend for nostalgia even more ubiquitous. 


GBA Pocket Music 


UK: The first non-game application for PS2 — Jester Interactive's 
Music Generator 2 — is about to appear in slimmed-down pocket 
form on GBA. The concept is the same: pick 'n' mix from some 
600 samples, sequence them onto a timeline, and produce what 
might be loosely categorised as music. The sound is 
understandably tinny, but as an engaging train journey killer (or 
even a musician's electronic Post-It note), Pocket Music is less 
of a novelty than you might imagine. 


Data Stream 


Number of places occupied by Harry Potter titles in Waterstone's 


list of the top five best-selling UK paper 
November 17: 5 


acks for the week ending 


Number of people interested in purchasing Neocron that are 


considering upgrading to a broadband 
according to publisher, CDV: 86% 
Sports Interactive's ranking in The Sun 
ARM Tech Track 100: 22 

Vis Entertainment's ranking in The Sun 
ARM Tech Track 100: 51 


nternet connection 
ау Times 


lay Times 


Ranking of Blitz Games in The Sunday Times ARM Tech Track 100: 73 
Ranking of Eutechnyx in The Sunday Times ARM Tech Track 100: 99 


Amount analysts expect chip maker ATI 


sales by March 2002: $32 million (£22. 


to earn from GameCube 
6m) 


Number of US households which own a videogame console according 


to the Yankee Group: 36 million 
Sega's extraordinary loss from disposal 
securities holdings: Y28.8 billion (£164 


of assets and losses on 
million) 


One of the biggest coin-op set-ups ever: the 
eightplayer version of World Club Football Serie A 
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Unlike most coin-ops, team strategies can be set up 
before play – or downloaded from IC cards 


Pocket Music on GBA: effectively a cut-down 
version of Music Generator 2 on PS2 
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Old games never die, they just keep turning up on 
state-of-the-art communication devices 


Different ‘skins’ are available for the sequencer, 
depending on personal taste – or lack thereof 


What the discerning, well-heeled PC gamer uses: 
Edge's iWin PC is now installed in its own office 
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Roommania#203 provides the opportunity to 
torment a little computer person. Hang on... 


Pavement Pong: part of the ‘Comfy’ event taking 
place in Cardiff over the Christmas holiday 


C3&s A very PC Christmas present 


UK: Deep Thought, Deep Blue, ASCI White. The world has seen 
Some impressive supercomputers, but when it comes to a 
dedicated games PC Edge's new iPC, built by 
www.iwantitnow.co.uk might trump them all. With a 1.7GHz P4 
processor, 256MB RAM and an Nvidia GeForce 3 graphics card, 
it certainly makes a welcome change from The Difference Engine 
which seemed to be powering Edge's last ailing model. 


c377 Punch out 


UK: Game-Trak, created by inventor Elliot Myers, is able to track 
the position of boxing gloves and move them around onscreen, 
making it possible to hit a virtual punchbag from any conceivable 
angle. The hardware could retail at under £20, and is applicable 
to more than mere boxing games. Its success, though, depends 
on the presence of software more compelling than a punchbag 
with the ‘Rocky’ soundtrack. Go to www.in2games.uk.com. 


кз RAM mates 


Japan: It's not be the first version of Roommania#203 to appear 
in Japan (the Dreamcast version appeared last year) but the 
popular voyeuristic franchise — now coming to PS2 – could have 
been inspired by one of the UK's most quirky retro classics, Little 
Computer People. Though 15 years span their releases the 
manner in which the hero can be influenced by operating items in 
his environment is unerringly similar. Next they'll be stealing the 
high-concept idea that was Fat Worm Blows A Sparky. 


Cardiff Streets Pong 


Wales: Comfy is a Cardiff-wide event which looks to beguile 
visitors over the Christmas period with a number of entertaining 
yet relaxing exhibitions. One such ‘installation’ at the g39 gallery 
in Mill Lane is designed by Chris Evans and allows users to have 
a gentle game of Pong, while at the same time projecting their 
skills onto the pavement outside. It's a cleverly crafted street art; 
though those adverse to stepping on cracks in the pavement 
may find the moving components just too overwhelming. 


[ Continue ] 


Edge staffers' TV fame 

That hung-over look recorded for posterity 

Sea Monkeys 

They're alive! They're alive! 

The Best Christmas Album In The World... Ever! 
The office resounds to a-rop-a-pom-poms 


Import duty 

A painful levy on Xbox/GameCube fans 
Next-generation willy-waving 

Microsoft and Nintendo both declare US victory 
Demise of ‘NextGen’ 

Nigel Edge looks to the labour exchange 
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Altered Carbon 


Books have long inspired videogame plots, but Richard 
Могдап debut thriller must be the first science fiction novel to 
switch the influence around. In ‘Altered Carbon’ death is just like 
getting fried in Half-Life – a temporary setback. At worst death is 
nothing more than a painless prison sentence; you're simply 
taken out of the ‘game’ until you've done your time. When the 
time comes your consciousness, stored on a 'cortical stack', can 
be downloaded into a new ‘sleeve’ (read body) and - presto – 
you're back in action. 

Morgan fastforwards us to 2411, a noirish Ridley Scott- 
esque world saturated in drugs, surveillance equipment and 
maximum-damage hardware. Takeshi Kovacs - serving a death 
sentence — has been prematurely ‘re-sleeved’ in another wanted 
criminal's body. Kovacs, a maverick private-eye and former 
member of the UN Envoy Corps, is a qualified killer 
Unsurprisingly, he's been brought to Earth and resurrected by 
millionaire Laurens J Bancroft to perform a twisted mission: to 
investigate Bancroft's own death. The millionaire, himself recently 
re-sleeved, says it was no suicide — despite the police verdict. 

Wnat follows is a gory trip slicing through a 25th Century San 
Francisco, the stage for the lowly trade in rented or confiscated 
bodies used for ‘re-sleeving’. Morgan takes to the extreme the 
idea that life is recyclable. In a world where life is so cheap, 
violence escalates to new heights because you've got nothing to 
lose. Also, interrogation in virtual reality means they can torture 
you to death, and then do it all over again 

It's a bloodbath of ideas that will appeal to any hardcore Half- 
Lifer. But while the build-up promises much, the ending 
disappoints with a simpleton's monologue where the arch-villain 


explains his Machiavellian scheme. Pacey, techno-junk reading 
for the blood-lust generation 


The Animators Survival Kit 


Despite a lengthy subtitle that embraces the videogame 
animation community, "The Animator's Survival Kit' doesn't 
feature any tutorials elucidating the finer points of 3DS Max or 
Maya. Arising out of a series of masterclasses given by the 
author, Richard Williams, the widely celebrated Oscar winning 
director of animation on ‘Who Framed Roger Rabbit’, there's a 
significant emphasis on traditional techniques that may deter 
some animators working within the videogame industry. 

But to do so would disregard the central theme. Though it is 
part biography, part potted history of animation, part introduction 
to the traditional animation process, and part guide to technique, 
the overwhelming sense is that Williams has essentially 
constructed a paean towards a simplicity of approach, and 
cultured an attitude that is receptive to lifelong learning. 

Starting at the very beginning, Williams takes readers on a 
hugely satisfying journey that begins with an introduction to the 
early history of animation, and segues into his own experiences 
learning from early animators, such as Ken Harris and Grim 
Natwick. Lavishly illustrated throughout, the book is a loving 
distillation of Williams’ 60-year obsession with the medium, 
covering everything from the basic techniques of timing and 
spacing, to the finer details of lip-synching and directing a studio, 
in a clear, concise, and comprehensive manner. 

For anybody interested in animation, ‘The Animator's Survival 
Kit' is simply a prerequisite. Anybody who isn't interested in 
animation will probably find that, having read it, they soon will be. 
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Author: Richard К. Morgan 
Publisher: Gollancz 
ISBN: 0575073225 
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"ANIMATORS 
SURVIVAL KIT 


Author: Richard Williams 
Publisher: Faber and Faber 


ISBN: 0571212689 


Site: Gorillaz 
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23.22 Web site of the month 


It might seem a little late to endorse virtual celebrity 
band, Gorillaz, what with them having already 
stormed the charts. But anybody logging onto their 
site before January 18 has a chance of winning an 
Xbox two months before they are officially available | 
in the UK. In any case, the Shockwave-developed 
interactive recreation of Kong Studios, boasts a 
whole host of entertainment riches, from a Geep 
simulator, through to a graffiti arena, a computer { 
desktop and а 5-Track to mess around with — even 
if you can't stand the music. 
| 
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Japan: The first title to come from Brownie Brown, a 
Nintendo-funded development studio made up of 
former Secret Of Mana team members, Magical 
Vacation is a standard RPG which tells the story of a 
young magic apprentice who is sent to another 
dimension by evil forces intent on conquering his world. 


01. Game Boy Advance 02-03. “Where are you? 
Where are you all gone?” 04. “Don't leave me alone..." 
05-07. “| promise... | promise l'Il save you ай!” 05 
Voiceover (for rest of advert): “The most powerful 
weapon is friendship.” 09-10. “Make your selection 
from 15 characters and go forth into battle.” 11-13, 
“Decide your destiny." | 4. “Magical Vacation" 
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t's not like it was against the referee's brief 

summation of the rules, which, for the record, was 

"five-a-side, seven minutes each way, no balls over 
head height, and no concealed weapons". You 
could blame the Brutal Deluxe nature of post-office 
football, or the worn-down treads on RedEye's 
Adidas, both of which certainly have something to 
do with the situation RedEye finds himself in. But 
really, it's easier to blame human nature. It seems 
you either love RedEye, or you hate him – either of 
which, of course, is fine, since there's nothing worse 
than inspiring mediocrity. Except actual physical 
pain. Ahaha. Ow. 

The three key events of Wednesday night's 
game. Event one: during the pre-match warm-up, 
RedEye catches the ball full on the volley, and sees it 
soar into the gallery, straight into an onlookers face. 
She falls over backwards, slapstick, disappears from 
view, rises with blood streaming from her nose. 


A friend comforts her, motioning at one of the 
opposition — let's call him Zangief — to stay where he 
is. Zangief stares at RedEye and gives him a nod. 
This is not a friendly nod. This nod says Face 
Crunch. This nod says Spinning Piledriver. 

Event two: RedEye, having managed to keep 
out of the way of the ball for much of the game and 
thus out of Zangief's thunder, receives possession 
somewhere near the touchline. Discretion being the 
better part of valour, there is only one option, and 
that is to run. Fear propels him like lightning down 
the side of the beige rec-centre hall. He is acutely 
aware that something is coming at him from the 
side with a momentum approaching that of one 
of 18-Wheeler's finest. He tries to change 
direction. He slips. 

Event three: contact, and RedEye spirals 
through the air, flipping, spinning, losing track of 
which way is up. Split-split-seconds stretch to hours, 
and gravity seems nowhere; he thrusts out an arm 
to provide a clue. Then everything speeds up, the 
floor rises up to meet RedEye and the sound of 
something snapping echoes round the gym. It’s like 
nothing he's ever felt; strobes of headache white 
compressed into a millionth of a second, a rusty '50s 
Slinky Spring constricting at light speed around his 
right wrist. He vomits, and that is the last thing he 
remembers. RedEye blacks out. 


The present smells of iodine, and everything 
feels like cotton wool, and oh, it hurts. RedEye looks 
across to his shelf, at the line of perfect-white 
pharmacy child-locked bottles, chemical Russian 
dolls labelled with incomprehensible science. He 
pops the cap off one — something of a feat in itself, 
since he has to do all this one-handed – and drops а 
couple of red/yellow capsules onto his keyboard. For 
the next seven days he's going to be on a cocktail of 
tiny rainbows. Unfortunately, none of them appear to 
be power-ups. Shame. 

But the real problem is that for the next month, 
RedEye has lost the use of his right arm, which 
impinges upon his favourite recreational activity. No, 
not that, or that, either, and he hasn't done that 
Since he was 12. Of all the videogames in his recent 
collection, the only two that RedEye can play in this 
incapacitated state are Dance Dance Revolution 
(albeit for high stakes; slip, and RedEye's enforced 
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A sideways look at the videogame industry 


absence from gaming might become permanent) 
and Super Monkey Ball. 

Excuse this selfish moment of emotional 
philanthropy, but what happens to gamers for whom 
using both hands isn’t an option? The Xbox pad has 
six face buttons, two triggers, two analogue sticks, 


RedEye's not asking for every game to be like this; 
some things warrant control complexity. But a lot of 
games don't, and overcomplicating their interfaces 
just excludes people: Why can't we just make things 
easier for everyone? 

Perhaps we don't want to. Our club is exclusive 
and comfortable, and we're scared that massmarket 
appeal might change that. We don't push for 
accessibility or simpler controls because then we'd 
lose the value of our arcane knowledge. The industry 
don't notice the complexity because they're too 
busy coding interfaces incomprehensible to 
outsiders, following unwritten rules on cryptic, 
otherworldly systems handed down through the 
generations. [co showed the way by offering a 
beautifully clean screen and a world that behaved 
exactly how it should — a world that didn't need an 
instruction booklet, or a percentage health system. 
Avoid losing girl for high score. That's it. 


So it comes to this: Thanks to a reckless volley 
and the piercing crack of bone on varnished wood, 
Wednesday night football is temporarily replaced by 
its digital equivalent. Not Konami's Pro Evolution 
Soccer, which requires the ability to both memorise 
and use four face buttons, four triggers, and two 


Some things warrant control complexity. But a lot of game's don't, 
and overcomplicating their interfaces just excludes people 


Start, Back, and a D-pad. Halo uses everything but 
the D-pad, and allows only limited reconfiguring, 
which can prove a game-terminal problem for 
anyone with restricted digits. Convenient, then, that 
while he's incapacitated, surfing the Web one- 
handed as he suspects a great majority of Internet 
users do, a little research reveals Namco, supported 
by the Japanese government, are producing 
peripherals for disabled gamers. 

The real solution, though, has to be minimalism 
at the design stage, as exhibited in Super Monkey 
Ball. A simple control system doesn't just aid gamers 
with disabilities; remember the first time you ever 
used a DualShock? "And X does this, and R2 does 
this, and Select changes the camera. And circle... 
damn. What does X do again?" It wasn't always 
instinctive, and not everyone has the patience to get 
past the first hour of clumsy acclimatisation. 


analogue sticks, but by a Commodore Amiga, a 
one button joystick, and Sensible's ten-year-old work 
of majesty. Both games replace a two-footed 
dynamic with a hand-based approximation, and 
neither qualify as simulations. Developers can 
assign dozens of buttons to every conceivable 
Cruyff turn, but they'll still never precisely mimic the 
way football is — the way it feels to race with the ball 
and to lose control; to regain consciousness 
surrounded by friends and a weeping Russian giant; 
to find yourself breathless and covered in your own 
sick and with new angles in your bone structure. 
Pro Evolution Soccer entertains immeasurably, but 
it's built for us. Sensible is for everyone, and that's 
what gaming really lacks. 


RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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consoles has, quirkily, entailed a reduction of 

quality in one aspect of videogames: the cut- 
Scene. It used to be that cut-scenes in FMV were 
lovingly rendered on hardware much more powerful 
than the host console, and then streamed off disc. 
But these days many developers seem happy to 
render cut-scenes with the game's own graphics 
engine. So we're watching cut-scenes of lower 
visual quality than in the past, and yet we seem to be 
watching ever more of them. 

This is a bad omen. Even in Metal Gear Solid 2, 
the sheer amount of cut-scenes surprises. Although 
they are of consistently higher quality than the 
lamentable videogame average, their preponderance 
makes you wonder whether Hideo Kojima might not 
really prefer to make films. Given a matrix of 
GScubes, the opening scenes, from the bridge to 
Snake's tanker infiltration, could stand comparison 


T he graphical power of the new generation of 
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with any number of studio actioners. All power to 
Kojima-san if he wants to overturn the nauseating 
example of Squaresoft's Final Fantasy movie (a really 
long, boring and incoherent cut-scene) and make a 
CGI feature that's actually a good film. But do we 
really want him to practise doing that on our time? 

Everyone knows that the problem with 
cut-scenes is that you can't play them. But they 
become even more alienating when they seem 
to be used as a dumping ground for actions and 
Scenes that cannot be managed in real-time 
gameplay. Now it could be argued that in MGS2, 
Kojima uses the tradition of the cut-scene to toy 
creatively with the player's expectations. By 
introducing an enemy in a cut-scene and readying 
you for battle, only to reveal that you won't be 
fighting right now, the game effectively raises its level 
of unpredictability and thus excitement. Yet a player 
might justifiably feel cheated by being locked out of 
any participation in the dramatic, lengthy scene that 
closes the games first chapter. 

We might give MGS2 the benefit of the doubt, 
given that it still boasts a great number of gameplay 
set-pieces that are engineered with extraordinary 
inventiveness and attention to detail. But the cut- 
scene as dumping ground for what the interactive 


engine can’t manage is all too apparent in other 
games. To name just one recent example, for 
instance, Silent Hill 2 has such shockingly 
unsophisticated animation and control for the 
player's character that it needs a cut-scene just to 
show you climbing through a couple of pieces of 
wood nailed across a passageway. The repetitive 
footstep animation that pops up every time you 
enter a new room, moreover, is not only annoying 
but bizarrely illogical. If I'm walking along a leaf- 
strewn path, why are my footprints white on black? 
At least the Resident Evil games have the grace to 
change the features of the creaky opening door — 
great, this time it's panelled oak; now I'm really 
frightened — depending on your location. 

The prime example of what gets dumped in a 
cut-scene, though, is interaction with non-player 
characters. Aside from the sporadic and 
unsatisfactory attempts at interactive dialogue, for 


Steven Poole 


instance in Outcast or Deus Ex, conversations are 
mostly relegated to little snatches of digital drama, 
framed in a boring two-shot and acted with all the 
thespian vim of Will Self on downers. 

This is when videogames step most clumsily on 
the toes of cinema, that old-school multimedia 
competitor which they view with an unfortunate 


experience, but it's often necessary — as when 
MGS?'s subtitles provide parenthetical explanations 
of all the amusingly silly military acronyms that the 
characters blithely refer to in their speech. The 
problem is that it distracts attention from, and 
therefore devalues, the voice. Why bother getting 
better actors, people who can actually deliver the 
Script so that it makes some sense, when the 
player can read the text simultaneously? And if 
we're going to have subtitles, | for one would far 
rather listen to the original language. | don't watch 
the dubbed version of 'Crouching Tiger, Hidden 
Dragon' on DVD; if we want to take videogames 
seriously as aesthetic artefacts — as seriously as we 
do films — then why should | be forced to buy a 
dubbed game? 

When money and attention is lavished on 
cut-scenes at the expense of pushing forward 
developments in interactivity and player freedom, 


TRIGGER HAPPY 


something is clearly wrong. On the other hand, 

despite their widespread abuse, it is clear that cut- 

Scenes can serve a positive purpose. Good cut- 

Scenes can effectively enlarge the fictional scope of 

the game universe. A fine example is to be found, 

perhaps surprisingly, in Ace Combat 4. In between | 
the whizzy naturalistic 3D of the flying missions, the 


A cut-scene should establish atmosphere or relay information, 
and then get the hell out of the way so can we start playing 


mixture of superiority and craven envy. And it is 
when the aesthetic gulf between cinema and 
videogames becomes most painfully apparent. 
Wearily, we sit through risible writing, or awful voice- 
acting, or woodenly programmed gestures that 
make the characters look like people who failed the 
audition for ‘Thunderbirds’. And being forced to 
watch your character saying really sappy or just plain 
dumb things can do immense damage to your 
psychological identification with him or her. 
Perhaps the most bizarre aspect of such 
scenes, though, is the fact that they have subtitles. 
Sure, usually you can turn them off, but the 
default is to have English subtitles along with the 
English voice-acting. This is an extremely odd 
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game tells a downbeat story of war using a totally 
different aesthetic style: its beautifully stylised cartoon 
frames set up an interesting counterpoint to the 
straightforward arcade nature of the gameplay. 

However, perhaps it is Grand Theft Auto Ill that 
best understands how to keep it short and sweet: 
simply describe the mission, and send the player 
quickly back out into the streets. The role of a 
cut-scene should be to establish atmosphere or 
relay essential information, and then to get the hell 
out of the way so we can start playing. 


Steven Poole is the author of ‘Trigger Happy: 
The Inner Life Of Videogames’ (Fourth Estate). 
Email: trighap@hotmail.com 


interactive 
entertainment 


MILIA 2002 


Game on for the 
next generation 


MILIA: 5 reasons why you have to be there 


c MEET and do business with кец professionals from over 50 countries 
BUILD your brand globally and boost business opportunities 
through 2,500 different companies 
along with 7,700 other senior decision makers 


POWERFUL mix of developer business and networking 
events 


vitat industry intelligence, information and insight 
gh MILIA's Think.Tank Summit Conferences 


с) DISCOVER new ideas, new development and talent partnerships 


... and its in Cannes 


mia 


The World's Interactive Content Marketplace 
4-8 February 2002 


Palais des Festivals - Cannes - France 
For exhibiting, sponsorship and advertising opportunities, contact: 
Elizabeth Delaney Tet: 44 (0) 20 7528 0086 E-mail: elizabeth.delaney@reedmidem.com 


www.milia.com гЗ 


024 


ow has 2001 has been for all of you? 
H Exciting? Disappointing? As for me, it has 
been a very exciting one! The reason is 
Simple: | developed my GameCube project. 
Sure we have been very busy and it has been quite 
a hard project, but I learned a lot and it gave me 
greater confidence. 

The most difficult issues | had to face were 
certainly the time and the size of the team. Both 
were so tight! | can't tell in details but in the case of 
Super Monkey Ball, | didn't even have a year to 
develop it, just more than six months. Plus, there 
were only a dozen staff on it. More, it was the very 
first time | had worked on a brand new piece of 
hardware (not Sega's). Well, it had to be hard! 

However, we managed to release the game for 
the launch and | have to thank my staff for that. | 
can't forget the great support | had from Nintendo. | 
really thank them for their help. | had many worries 


back at that time. “What if we can’t develop a 
friendly working environment with Nintendo?” “What 
if they do not provide us with sufficient technical 
support?” Yes | had many worries. However, | 
experienced on many occasions smoother ways to 
work with Nintendo than in a Sega-only 
environment. We integrated these positive lessons 
into our company. That has been very instructive 
indeed. Well, that's it for Nintendo and my project. 
Let's talk about my vision of the industry in 2001. 

There was no radical change but | see a few 
points, which may have interesting consequences to 
the future of this industry. Because of that, 2001 has 
been an interesting year for me, but many bad things 
occurred as well — such as the lack of change. Our 
business has to evolve; this has been the rule for 
years. If not, the industry would not have been able 
to develop this far. And because no big change 
occurred in 2001 that makes me sad. Despite many 
elements pushing for change to happen, it did not. 

For example, new consoles have been 
launched, with two of them in the same year! Plus, 
compared to previous years, many big titles have 
been announced. In addition, there were many 
subjects related to videogames like ‘Final Fantasy’ 
the movie. Even with all these things, | have the 


feeling the industry has not evolved this year. | have 
one explanation among others - | think there has 
been no adventure. Of course the environment is far 
from favourable for such moves, but the current 
trend is ‘no risk taking’. Worse, | have the feeling that 
many are waiting for others to take these risks. For 
example, games are not selling well, right? So, what 
to do? Well, | would suggest to wonder what would 
be fun to develop, but current thinking is more 
negative. People start to say “This is not selling”, 
"This not good enough" or “This can't work". Then 
the same people look around and say "Look this is 
working. So let's do the same" or "Let's release our 
title after theirs because then the market will be 
favourable for us." | can't stand these trends. | think 
this is madness, no? 

Now let's speak about the good things. With the 
official end of Dreamcast, Sega gave up its hardware 
business. Then it started a new life as software 
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maker. And following this new path, Sega decided a 
multi-platform strategy. Great! However, it is not yet 
fully delivering. | don't want to criticise my company 
but from my point of view, | think Sega is still only 
making conversions of its most famous DC titles to 
others consoles. This is a side move, one console to 


Now what if VF4 would have integrated new 
features like ‘Virtua Fighter Real Net Battle’ in order 
to make the game appealing to Net users. Or what 
about another feature like ‘Virtua Fighter Character 
Battle’, which would mix VF characters with some 
from another company. Or even what if an append 
disk system is included so it would have been able 
to change entire aspects of the game like rules or 
adding new characters, etc. Would that be more 
challenging, interesting? | think this would help the 
game touch new markets, address a broader 
audience. However, speaking like this | would be told 
"Okay clever guy, so why you don't do such things 
first?” Well, I'm starting the process already. 

I'm working at this moment in order to have 
users say, “Whoa, the industry is now capable of 
delivering such things!” or “ Yeah, that looks 
interesting!” | have the feeling | have already said this 
before. Super Monkey Ball has been a field of study 


Toshihiro Nagoshi, president, Amusement Vision 


for us in that perspective. Easy and friendly game 
play, plus multiplayer-ready. Of course this is not new 
in my work, but the fact we had to target a younger 
audience and design something cute have been 
new challenges for us. | believe we did it. 

So now it is released, it gives more confidence 


The current trend is ‘no risk taking’. Worse, І have the feeling 
that many are waiting for others to take the risks 


another, in order to create volume. Of course this is 
not wrong but Sega's development power potential 
is not exploited at all. We can deliver more enjoyable 
games to users, in a vertical way. | mean going 
forwards, not just sideways. 

| think this applies to every company. For 
example, VF4 is going to be released on PS2. | like 
this title very much and | think it will sell well. But, 
from a user's perspective, looking at the game 
content | would see only two interesting features. 
One is how Sega will deliver on PS2 knowing the 
company is famous for its development skills. The 
Second point is how many copies the game is going 
to sell. Even if the game comes to another console 
like Xbox, | guess people would again be interested 
in these two points. 
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for the future regarding our potential. But this is only 
a start line; the real stuff is beginning now. I'm 
focused on my vision at this moment. | can't 
describe it in detail of course, but thinking of it makes 
me feel very excited. Plus, in other companies, | hear 
Some very promising stories. Yes, great ideas are 
coming! | hope they will be translated into great titles. 
Fighting with ideas is the best way, the right way 
for this industry to keep going forward. Then, looking 
at 2001, | understand that the time you attracted 
peoples attention with large-budget projects is over. 
| think this is positive. I’m working hard so year 2002 
will be our true multi-platform start. See you soon! 


Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D #4 
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New Arrivals 


37602 - Blue 

37603 - Five 

37604 - Uncle Kracker 
37605 - Louise 

37606 - Emma Bunton 
37607 - So Solid Crew 
37608 - Eve 

37610 — Jamiroquai 
37580 — Ivan Van Dahl 
37593 — Atomic Kitten 
37594 — Destinys Child 
37611 - Kosheen 
37612 - Little Trees 
37576 — Wyclef 

37613 – Charlatans 
37614 — Jennifer Lopez 
37615 — DJ Luck And MC Neat 
37566 – OPM 

37574 — D12 

37579 - Robbie Williams.. 
37538 — Moulin Rouge 


Too Close 

Lets Dance 

Follow Me 
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Take My Breath Away 

21 Seconds 


Castles In The Acn 
Eternal Flame 
Bootylicious 


Help I’m A Fish 
Perfect Gentleman 
Love Is The Key 
Ain't It Funny 

I'm All About U 
Heaven Is A Halfpipe 
Purple Hills 


37017 — Auld Lang Syne 
37025 — Bee Gees 

37032 – Bobby Mcferrin 
37052 — Coronation Street 
37060 — Dambusters 
37084 — Eric Clapton 
37093 — Frank Sinatra 
37106 - Itchy & Scratchy 
37119 — Led Zeppelin 
37125 — Louie Armstrong 
37143 - Muppets 

37154 — Pink Floyd 
37156 — Postman Pat 
37169 – Rule Brittania 
37179 — Scooby Doo 
37198 — Superman 

37206 - Three Lions 
37217 — Vindaloo 

37223 — X-Files 
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ell, it's been more than a year since we 
W wrote our first developer diary. Over the 
course of eight articles we have chronicled 
Brain In A Jar's ups and downs in the games 
industry. Although everyone here has been 
developing games for sore time, this has been our 
first taste of going it alone, and it has certainly been 
an eye-opener. 

Despite having one game canned through no 
fault of our own, nearly running out of cash on 
Several occasions, struggling to get a deal out of an 
industry cutting back on all fronts, working in a cold 
and leaky office through a miserable winter and 
fending off take-overs, buy outs and bailiffs from a 
number of sources, we are still here. 

In fact not only are we still here, but we're 
thriving. With a nice warm and dry office in the 
countryside, a development deal which pays real 
money and a team which, by January will have 


grown from eight to eleven, it's looking like we have 
Served our time roasting in development purgatory 
and things are looking up. 

All this shows how determined we were to 
make it all work, and despite the odds stacked 
against us, we managed to keep going no matter 
how bad things looked. If Brain In a Jar had been a 
development team within a large publisher, we 
would never have experienced these problems, but 
that's because we would have all been laid off at the 
first sign of trouble. Our independence from 
shareholders, venture capital and anyone not 
directly related to the task at hand was the key to 
our survival. 

Thankfully all that nonsense is now water under 
the bridge, and we're full swing into the development 
of our as-yet unmentionable title for an as-yet 
unmentionable publisher. There will be an 
announcement towards the end of January or early 
February when all will be revealed, but until then I'll 
just call it 'Bob'. 

Bob is a licensed game and as such it presents 
an entirely different challenge to a games designer 
than the development of an original title. | have 
written countless original games designs over the 
years — some have made it to market, others have 


fallen by the wayside, but they're essentially all an 
exercise in what | like to call ‘making shit up’. Okay, it 
may be trivialising the whole process, but the point is 
if you want a three-headed space goat in there you 
can have one. 

However the design of a licensed game is an 
entirely different beast. The only way you're going 
to get a three-headed space goat in there is if it is 
Zangor the three-headed space goat™ with his 
own comic book, TV series, line of action figures, 
and forthcoming big budget Hollywood movie. 
With every aspect of the Zangor game subject to 
approval by the creator, his TV station, their media 
corporation and a whole army of lawyers, the 
games designer must treat the property with the 
utmost care, and try not to do this at the expense 
of a good game. 

Writing the games design for Bob was going to 
be an interesting process for me. Memories of my 


Nigel Kershaw, designer, Brain In A Jar 


previous encounters developing licensed games still 
gave me the willies, and seeing this rigidly enforced 
environment with little room for ‘making shit up’ 
which had to be shaped into an original and fun 
game gave me little comfort. 


While | was beavering away developing the 
games design, the other members of the team 
were busy putting together what will be Bob's first 
official prototype. At times this seemed like we were 
taking a step backwards in our development — 
going from the polished and very pretty demos we 
had developed in order to snare a publisher to 
something that looked, at least superficially, 

a lot less impressive. However it's what's going on 
underneath the hood which counts and at the end 
of the day a flashy demo is nothing more than 

that — pretty graphics showing off a core game 
engine with a rudimentary veneer of gameplay 
strapped on with the code equivalent of several 
rolls of gaffer tape. 

Bob's new demo, although no beauty queen, 
has had its gaffer tape replaced with nice clean 
welding, and given us a foundation where we are 
confident that the code is not now hiding any nasty 
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surprises for the future. | think Bob's going to be 
cool, and even with over a year of development left, 
it is already shaping into a classy game. 

This is our last development diary, and I'm glad 
it's got a happy ending. There have been many times 


Our independence from shareholders, venture capital and anyone 
not directly related to the task at hand was the key to our survival 


| needn't have worried though; for once | began 
to get stuck into the process of pulling a design 
together, my initial reservations melted away. The 
nuances of Bob's licence and its suitability for turning 
into a videogame soon became apparent, and | 
began to really enjoy the process of working on the 
often overlooked areas of a design. With the broad 
sweep of the game already decided for me, | could 
concentrate on things like the control system, the 
user interface, how the player learns to play the 
game, and the process of keeping them coming 
back to a game time and time again. All areas of a 
design that are often overlooked in the rush to 
present the big sweeps of creativity such as 
storylines, character biogs, interesting vehicles and 
weapons. Design is not just about making stuff up. 


over the past 14 months where it seemed like we 
had made a big mistake, and times when we 
completely lost faith in the games industry. But 
bollocks to all that now, because we're still here, and 
still independent. 

To those of you stuck in the realms of the 
wage slave dreaming of setting up your own 
company | say do it. Don’t expect it to be easy, 
or a road to riches overnight, but it's a damn site 
more interesting existence. 

Lastly, on behalf of everybody here at Brain In A 
Jar, | would like to thank Edge for the opportunity to 
bring you this diary, and | hope that at least some of 
you have enjoyed reading it. 


Nigel Kershaw is a designer at Brain In A Jar 


/ TimeSplitters: 


News GC off to slow start; plus news on GDCE, ECTS and SIGGRAPH 
Prescreen Headhunter, Medal Of Honor: Allied Assault; Conflict Desert 
Storm; TransWorld Snowboarding; World Rally Championship; New 
World Order; Battlefield 1942; Virtua Tennis 2; T-Zwel; MotoGP 2; 

The Terminator, DNA; Neocron; Maximo; Scooty Races; Polaroid Pete; 
Rubu Tribe; Hunter: The Reckoning; Starfox Adventures: Dinosaur Planet; 
Kaisertal; Mercedes-Benz Champions; Master Rallye 

Testscreen Super Monkey Ball; Luigi's Mansion; Wave Race: Blue Storm; 
Devil May Cry; Project Eden; Silent Hill 2; PaRappa The Rappa 2; Capcom 
VS SNK 2; Allen Front Online; Sega Bass Fishing 2; G-Surfers; Anarchy 
Online; SpyHunter; Thunderhawk: Operation Phoenix; Warioland 4; Denki 
Feature Edge quizzes Tecmo on Xbox killer app, Dead Or Alive 3 


News Indepth Tokyo Games Show report; JAMMA stuck in a rut; 

GBA storms retail market; Telewest's strategy for broadband 

gaming; plus the latest on Mac OS X and Windows XP; Codehsop 
Prescreen Biohazard; Maximo; Eternal Darkness; Civilization ІІ: Baldur's 
Gate; Nezmix; Maximum Chase; Project K-X; Kengo 2; Soul Calibur 2 
Testscreen Burnout; Headhunter, Advance Wars; Airblade, Commandos 
2; 160; DNA; Cosmic Smash; Ace Combat 4; Gekibo 2; Lotus Challenge; 
Sky Gunner; Ecks Vs Sever; One Piece Mansion; Silent Scope 2; Time 
Crisis It; Planet Monsters; Driven; MX Rider, Zero Gunner 2; Phalanx 
Features Portable Pleasure: Handheld Generations — Edge looks at 
handhelds past, present and future; A Boy's Tale - Why the Game Boy 
Advance is whetting thirdparties’ creative appetites 


News Microsoft shows off Xbox in Cannes; BAFTA 2001 awards; return 
of the Milia Game Developer Village; Codeshop 

Prescreen Defender; Virtua Fighter 4; GunValkyrie; MotoGP; Gun 
Survivor 3; Space Channel 5 Part 2; Kingdom Hearts; Wizards 
Testscreen Halo; Oddworld: Munch's Oddysee; Amped; Rez; Pikmin; 
Civilization Ill; Jak And Daxter; Project Gotham; Fuzion Frenzy; Shenmue 
2; Virtua Tennis 2; World Rally Championship; Baldur's Gate 2; Bravo 
Music; GTA Ill; Minna de Puyo Puyo; Doom; Soul Reaver 2; Half-Life 
Features Inside Sony Computer Entertainment inc. – Edge gains 
access to the latest goings-on at Sony's HQ; Requiem For A Dream: the 
life and death of Dreamcast ~ an Edge obituary; Middleware: sinner or 
saviour – is middleware setting a worrying precedent? 


News Sega puts meat on its multiplatform plans; PlayStation father spells 
out journey ahead for PS2; Unit sales increase outstrips revenue 
Prescreen Onimusha 2: Ikaruga; GunValkyrie; Xenosaga Episode 1; State 
Of Emergency: Jet Set Radio Future; Project Gotham: Tekken 4 
Testscreen Freak Out; Sonic Adventure 2; Anachronox; Maken Shao; 
Gangsters 2; The World's Scariest Police Chases; Sports Јат; Hot Potato; 
Iridion 3D; Final Fight One; Tony Hawk's Pro Skater 2 

Features Inside... Nintendo Co Ltd: from the heart of Kyoto, gaming's 
biggest brand spells out GameCube to Edge; Inside... SCEE: Phil Harrison 
discusses PS2's future; Prophet Forecast: 100 players share their visions 
of gaming in 100 issues' time; Back in time; RedEye hits Birmingham's 
clubland where legendary tunesmiths celebrate the retromusic scene 


News Final Fantasy — America anticipates another disappointing 
game-movie tie-in; GT3 and its effects on the success of PS2; 

University professors recognise the virtues of videogame theory 
Prescreen Dead To Rights; PaRappa The Rapper 2; Rayman M; 

Project Ego; Dark Summit; TOCA Race Driver; Devil May Cry 

Testscreen Out Trigger; Ephemeral Fantasía; Ka; City Crisis; Twisted Metal 
Black; Gitarooman; Arcanum; Yanya Caballista featuring Gawoo; Street 
Fighter IIX Revival; Super Dodge Ball Advance 

Features Starting Over: Edge investigates the successes and 

failures of developers who go it alone; The Making Of Sonic The 
Hedgehog: Biography of the prickly blue mascot; Inside... Warthog: Edge 
meets the men behind the fast cars 


News Testing times for Microsoft — production line problems denied; 
Sony pulls out the stops for DevStation; All change at ECTS 2001 
Prescreen Stuntman; Devil May Cry; Gun Metal; Crash; Shenmue Il, 
The Thing; Bomberman Generation; Grand Theft Auto 3; Doom GBA; 
Return To Castle Wolfenstein; Sky Gunner; Shake It Bravoes!; MX Rider; 
Star Wars Jedi Outcast: Jedi Knight 2 

Testscreen Mario Kart Advance; Max Payne; Dark Cloud: 

Dave Mirra Freestyle BMX 2; Ape Escape 2001; Floigan Brothers; 
Heavy Metal: Geomatrix; Extreme-G 3; High Heat Major League 
Baseball; Mech Commander II 

Feature The Magazine Game - Edge re-examines the early 

days of videogame magazines in the UK 
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Super Mario World 2 

One of the most fondly remembered games of all time 
is set to enchant a new generation. Of course, it won't 
stop the old generation enjoying it just one more time. 
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Colin McRae Rally 3 

Early footage of Codemasters' next rally title sees the 
focus shift from the cars to the man himself — you now 
play as Colin, as though part of the Ford WRC team. 
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Neverwinter Nights 

The online scripting opportunities of Neverwinter 
Nights promise much and may even persuade old- 
skool DMs to give up their bags of dice and figurines. 


Unreal Championship 
Epic have a tall order trying to best Halo in the 
multiplayer stakes, but vehicle combat, supercharged 


weapons and stunning visuals certainly augur well. 


Backward looking 


' be back. And true to form - 10 years since Bally Midway 

| released Terminator 2: Judgement Day in the arcades — 
James Cameron's cyborg franchise returns to the videogame 
arena, yet again. A cause for celebration? Or just another 
cynical film licence? It's easy to scoff at the poor track record 
film licences have had over the years, but this is different. It 
marks a new age in which publishers are happy to buy up 
crusty old property to thrust upon an (un)suspecting audience. 

Top Gun, Spider-Man, Dukes Of Hazzard, ET, 

Thunderbirds, Robocop, Rocky. The quest to gobble up '70s 
and '80s film and TV licences seems unquenchable. Edge 
awaits the day an 'A-Team' game is announced, complete 
with a build-a-submarine-out-of-Tupperware minigame. '80s 
nostalgia; 30-something demographic; a massmarket 
acceptance of videogames? Edge smells a rat. Are publishers 
trying to build a new business model around a growing fad? 

To date, such conversions have hardly set the gaming 
firmament alight. Dukes Of Hazzard, in particular, was a hog 
with fleas, reeking of rushed development and shoddy 
workmanship. Resurrecting past glories often results in bitter 
disappointment. This was brought starkly into focus when 
Catherine Bach (aka Daisy Duke) returned 20 years later to 
reminisce about her days with Bo and Luke on ‘| Love 1979'. 
*Dukes Of Haggard' might have been closer to the truth. 

But there is some hope. This month's two retro franchises 
are looking more promising. The Paradigm team working on 
Terminator: Dawn Of Fate has a good track record, having 
developed the excellent PilotWings 64, whereas Treyarch is 
refining its popular Spider-Man franchise for next-generation 
sensibilities. Surely one of the only advantages of a retro 
licence is that it doesn't have to be rushed out to coincide with 
a film's release. But the licensing game has always presented 
a moving target. While these properties — on the surface – are 
established enough to let the games stand alone, the 
marketing men are naturally going to want the games to 
harmonise with film releases. In these cases: Terminator 3: 
Rise of the Machines and Spider-Man: The Movie. 

Publishers: please stop before it all goes too far. If the rush 
to exploit nostalgia reaches the saturation point we've suffered 
on TV then we may as well go back to hardcore retrogaming. If 
the trend continues we can look forward to the / Love Metal 
Gear Solid re-release. No doubt with cutscene : 
commentary by Stuart Maconie. Not a pleasant thought. 
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emninator. Dawn of Fate 


New shots of Paradigm's movie-inspired thirdperson shooter 
show that some film licences absolutely will not stop – ever... 
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[== | erminator: Dawn of Fate is the new 
| thirdperson action title based upon 
James Cameron's Terminator films. 
Set in the futuristic battleground of the year 
2029, the game functions as a prequel to the 
films series, chronicling humanity's rage 
against the machines right up until Arnold 
Schwarzenegger's T-800 is sent back in time, 
marking the beginning of the first film. 


"Dawn of Fate looks to combine 
the graphical 


quality and action of 
with Red Faction- 


style destructible environments" 


The first thing you'll notice upon seeing 
Terminator: Dawn of Fate in action is the way 
the game has recreated and even amplified 
the films’ relentless pacing. It pummels the 
player with one threat after another, and feels 
as much like a Eugene Jarvis-designed 
arcade blast-a-thon as it does a modern 


These shots are all taken from the PS2 version, but the game is currently awaiting concept 
approval from both Sony and Microsoft, so an Xbox version should be announced any day 


action adventure. Brand manager Scott 
McCarthy does promise mission parameters 
Slightly more sophisticated than "run to a 
point, shoot the bad guy, run some more, 
shoot the bad guy." But, true to form, the 
game's legion of Terminators absolutely will 
not stop until their targets are dead. McCarthy 
reinforces this impression when he says, 
"Most action titles’ gameplay model could be 
summarised as: action, then relief, action, 
then relief. We never hired a ‘relief’ guy.” 

To help players defend themselves 
against the onslaught of enemies, the team 
has adopted a fluid combat system that 
begins with a basic, Devil May Cry-style 
control scheme, adds a Zelda-esque target 
lock-on system, and makes the camera 
smarter and smoother, enabling players to 
more easily track enemies in 3D space. 

Combat itself is mostly a guns-and-ammo 
affair (with around 20 different weapons), 
although each character also has kicking and 
rushing attacks that can knock down some 
enemies, enabling players to steal their 


opponents' weapons or just make a run for it. 

Whether running or standing firm, players 
need to pay attention to the often interactive, 
destructible environment. For example, 
shooting a fuel tank causes it to explode, 
taking nearby enemies with it, and C4 can be 
used to collapse passageways, thus deterring 
pursuers. There are also stationary gun turrets 
that the player can commandeer to dole out 
Some serious damage. This environmental 
depth is complemented by numerous NPCs 
who populate the war zone, from soldiers 
locked in battle with the machines to civilians 
who recoil, quaking in fear. Be careful to pay 
them heed, as each NPC's behaviour is 
influenced by your own. For instance, if you 
Strive to preserve civilian lives, those civilians 
are more likely to offer you medical help or 
extra ammunition. 

There are three different characters 
available to the player. The shots in this 
preview show Kyle Reese, the jack-of-all- 
trades soldier from the first flm. The second 
character is Catherine Luna (read: Solid 


Format: PlayStation2, Xbox 

Publisher: Infogrames 

Developer: Paradigm Entertainment 
Origin: US 

Release: June 2002 (US), Q4 2002 (UK) 


The view switches into firstperson when you 


commandeer a turreted gatling gun 


Snake), a s 
EMP baton 


ealth operative who favours an 
and performs missions of 


infiltration. McCarthy deflected our questions 


about the t 
"All | can tel 


ird character, enticingly offering, 
| you is that the final character will 


be used when you need to bring in some 
major firepower. Is he human? Machine? 


Both? We!'l 


See. 


Combating these heroes is a host of 
enemies created specifically for the game. 
There are nearly 20 different types in all, 
including early model T-400 and T-500 
Terminators, all-terrain H/K Spider Tanks, and 
countless H/K aircraft. While most are 
obviously new, the classic Model 101 


Terminator — a T-800 with flesh, also called an 


Infiltrator — also makes an appearance. 
Terminator: Dawn of Fate looks to 
combine the graphical quality and action of 
Devil May Cry with Red Faction-style 
destructible environments, meaningful story 


elements, and a killer licence. And it's certainly 


about time 


that someone did gaming 


justice to Cameron's sci-fi vision. 


Drop-kicking a Terminator robot doesn't do any damage, but can halt its 
relentless assault long enough for you to make a break for it 


Previously in E103 
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opider-Man: The Move 


Format: PlayStation2, Xbox, GameCube, PC 
Publisher: Activision 

Developer: Treyarch 

Origin: US 

Release: May 2002 (US) 


Doing whatever a spider can is much more achievable when 
you have the power of next-generation consoles behind you 


— MA 


qnanto m 


Spider-Man looks to have greatly benefited from the move to next-gen consoles. Not only is he 
more finely detailed and animated, but the environments are much more accomplished 
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~_] espite their amazing powers, 

| superheroes have had almost 
tragically bad luck in videogames. 
That said, Activision's Spider-Man games are 
an exception to the rule, perfectly capturing 
the essence of everyone's favourite web- 
slinging wall-crawler. Thus, with the series’ 
third entry, developer Treyarch has chosen to 
enhance the spider-like sensations rather 
than reinvent them. 

The most notable (and fundamental) of 
these improvements is Spidey's expanded 
ability to web-sling around the environment. 
Now he can bank left or right, climb or 
descend, redirect on the fly, and even dash 
while swinging. This increased mobility 
enables a new, decidedly above-ground 
combat dynamic. "We felt compelled to give 
the player levels with fully fleshed-out aerial 
combat," reveals senior producer Gregory 
John. "Even at this early point in 
development, it's an incredible rush to battle 
the Green Goblin through and above the 
rooftops of the city." Additional enemies will 
include The Vulture, The Shocker, and the 
common criminal who kills Peter Parker's 
Uncle Ben. 

Spidey's entire arsenal of web-based 
weaponry is scheduled to return, complete 
with as-yet-unrevealed enhancements. And 
although John promises increased mission 
variety, he insists that "the best strategies will 
always involve using Spider-Man's specific 
set of skills." 

Spider-Man's move to next-generation 
platforms has enabled many graphical 
improvements, including a 60їрѕ frame-rate 
and higher polygon counts for both the 
characters and the environments. Even 
Spidey's mirrored eye-lenses will be 
reproduced, thanks to reflection mapping. All 
told, Treyarch's ideas should give a fresh feel 
to this already solid franchise. Now, if only 
everyone in the Edge office felt as 2 
confident about the movie itself... UE 


Many of Spider-Man’s battles now take place 
in mid-air, thanks to a new movement system 


Prisoner Of War 


Format: PC, PlayStation2, Xbox 
Publisher: Codemasters 
Developer: Wide Games 

Origin: UK 
Release: Q2 2002 


Fewer controllable characters and a 50 per cent reduction in playing 
environments. But has POW lost any of its initial appeal as a result? 


Г] ta recent Codefest 2001 event in 
| Л | London organised by the 

|__| Warwickshire-based developer to 
showcase its forthcoming wares, Prisoner Of 
War was introduced as a title representing a 
move away from the heavily equipped nature 
of the current generation of game characters, 
in an attempt to force you to rely on 
intelligence rather than resources. 

Edge thought it felt a lot like the old 8bit 
Spectrum title Skool Daze. Which, if POW 
manages to equal the sense of tension felt in 
Microsphere's fondly remembered title, can 
only be a good thing. 

Not so good is the revelation that you no 
longer play as four Allied officers as originally 
announced, and that the number of camps 
has been halved to include just Stalag Luft III 
and Colditz Castle. Perhaps Codemasters is 
planning a series of updates similar to the 
way the company has handled its excellent 
Operation Flashpoint franchise or maybe the 
feature cutting is the result of an attempt to 
ensure the game is ready for the (already 
once) revised release date. 

Regardless, you're now US airman 
Captain Lewis Stone. After your mission 
goes wrong, you and your co-pilot become 
guests of the German military. As you'd 
expect, a POW camp - particularly a German 
POW camp - is subject to rules and routine, 
all of which are explained to you by your 
co-pilot who helpfully acts as your tutor during 
the initial stages of the game. You meet the 
local escape committee whom, in an 
interesting development, your actions affect. 
So rather than working out some flawless, 
selfish escape plan, you're actually set 
objectives to meet by your fellow inmates. For 
instance, one such task includes the 
sabotage of a secret weapon being 
developed within the prison itself. 

The essence of the game then becomes 
to engage in illegitimate conduct without 


Stalag Luft IIl’s open approach (above) is very 
much the opposite of the interior environments 
you face in the ‘escape-proof’ Colditz Castle 


Play is said to reflect the personality of the user. 


But while German guards are surprisingly civil in a 


POW camp, pushing them remains unadvisable 


alerting the attention of the many guards 
around. This requires scrutiny of the 
environment and the behaviour of your 
captors in order to reveal potential windows 
of opportunity. While you cannot die, being 
discovered in an area you shouldn't be in 
immediately strips your character of the items 
he's carrying (which include, amongst others, 
a telescope, crowbar, lockpick and catapult – 
useful for taking out searchlights) and sends 
you back to the last save point, which occurs 
every time you fall asleep at night. 

The very nature of the game demands a 
lengthier presentation than the ЗО minutes 
Edge spent in Prisoner Of War's company 
but first impressions are very good. 

If Codemasters ensures that the all-important 
sense of tension is maintained throughout 
the proceedings then it should have 

little to worry about. 


Previously in E96 


You can engage in dynamic conversation with fellow prisoners in order to find out what your next 
*mission' is. In return, the game responds dynamically to your actions. And yes, you can time skip 
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Dual Hearts 


Format: PlayStation2 

Publisher: SCEI 

Developer: In-house 

Origin: Japan 

Release: February 2002 (Japan), TBC (UK) 


With domestic PS2 sales increasing due to a recent price cut, SCEI grows increasingly 


confident as conveniently demonstrated by the company's brave new action RPG 


77 аки, a creature from the land of dreams, needs help. 

B Predictably, it needs your help. The keys allowing access to a 
L=] sacred locale require collecting but they are currently hidden 
within the dreams of 15 individuals and two animals — the inhabitants 
populating the island of Sonno. 

You need to search the island to find them and then wait for them 
to fall asleep before your adventure begins. The game includes over 40 
variations of dream themes and you only get to experience a selection 
with each play — it's up to you to maximise your encounters with 
Sonno's populace in order to access different ‘stages’. Baku is on 
hand to help you out, be it by informing you of your health status, 
offering speedy transport on land, carriage across water, even 
airborne travel, or simply fighting valiantly 
alongside you. The latter option comes in 
particularly handy when facing one of the 11 
end-of-level bosses. 

Each of your hands holds a weapon 
(sword, spear, bow, etc) and by pressing the 
buttons that control your arms (square and 
circle) you effect a variety of menacing 
combos and special moves. Naturally, you 
also get to utilise a selection of items. 

More information on Dual Hearts 
as and when. 


A soft focus filter effect is utilised around the 
edges of the screen in order to depict the game's 
40-odd dream sequences you can play through 


Another intriguing title to emerge from SCEI - 
although currently available information doesn't 
adequately convey whether this is a title that is 
aimed at the younger end of the market or not 


Mat Hoffmans Pro ВМХ 2 


Format: Xbox 

Publisher: Activision 

Developer: Rainbow Studios 
Origin: US 

Release: Q1 2002 (US) TBA (UK) 


As the extreme sports score-chasers move into the next 
generation, competition in the BMX arena begins to heat up 


YUP ONE NANDUR 


Hoffman is undeniably similar to Mirra. But being 
second to market, Hoffman can learn from Mirra's 
mistakes and strengths - for example, tricks can 
now be modified on the fly 


vOURLE PRO ARTI 


Rainbow is bringing the experience gained in the 
production of ATV Off-Road Fury to Mat Hoffman, 
with expansive detailed, outdoor environments 
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hen the first Mat Hoffman title shipped last May, it was clearly 
W relying too heavily on the cachet established by Tony Hawk's 
ыыы Pro Skater. The game sold respectably, but it lacked the 
quality and polish of the earlier marquee title. In the move to PS2, 
Activision assigned new developer Rainbow the task of riding the series 
out of the Hawk's shadow. 

Rainbow's first task was to build a robust new engine capable of 
generating levels comparable in scale to those in Acclaim's Dave Mirra 
Freestyle BMX 2. It then incorporated a whole range of new stunt 
features. "We've added the wall ride, sprocket grind, flatland tricks, and 
numerous double-tap tricks that are not specials," explains producer 
Brian Bright. Additionally, the game boasts a Mirra-style "Trick 
Morpher' system, with which tricks can be 
altered during execution, yielding thousands 
of possible permutations. The usual ‘more is 
better' enhancements also apply, as there are 
now 11 riders, eight singleplayer levels, and 
additional twoplayer levels. 

It's uncertain whether these adjustments 
will prove sufficient to give MHPB2 command 
of the BMX genre. Mirra 2 is an accomplished 
competitor, and MHPB2 lacks online play and 
a Create-A-Player mode, both of which 
would provide additional depth. 


Format: PC 


1 Publisher: Codemasters 
и Developer: Innerloop Studios 
н Origin: Norway 


Release: Q2 2002 


In an uncommon move, a change of publisher sees ex-SAS, freelance 
covert operative David Jones return in promised improved sequel form 


place soon after the events in Project IGI — the Cold War 

finished, the world's states focus their attention on industrial 
espionage. Expect to put your mouse and keyboard skills through three 
linked campaigns offering 20 missions in total and taking place across 
Russia, Libya and China. 

The game promises to repair the weaknesses of its reasonably 
enjoyable predecessor. For instance, the Al has been substantially 
enhanced so that the enemy now engages in better squad-based 
attacks. For example, they now investigate the noise that results from 
Jones’ ability to throw stones around the place. The animation has 
improved, too — the result of increased skeletal structure – and, given 
the game's penchant for authenticity, guards 
no longer respawn when killed. 

The significant size of the levels in the 
first game proved problematic when forced 
to restart a mission after being gunned 
down. Therefore, although the environments 
in the sequel are larger still, the developer 
has included a type of quicksave option 
(it's time-based to prevent overusage) to 
combat this problem. 

IGI 2: Covert Strike features more of £ 
the same, then, only better. Possibly. 


| c odemasters, not Eidos, is bringing you /G/ 2. The game takes 
(( 
ty 


IGI 2 includes team-based, multi-objectional 
multiplayer options that were conspicuously 
missing from its predecessor. Though not shown, 
you can take over the role of a gunner in vehicles 
such as helicopters, as in Soldier of Fortune 2 


As you’d expect gun turrets can be taken over, 
although long-distance shots are better suited to 
sniper rifles. New weapons include a minigun 


Format: PlayStation2 
Publisher: Koei 


Developer: In-house 
Origin: Japan 


Release: January 2002 


Koei invigorates its PlayStation2 historical strategy sim 
with a bombastic bit of Chinese myth 


easi hanks to a new setting and an attempt to make play more 

"I | accessible, the sequel to Koei's historical strategy title has 

...] undergone a slight shift in tone compared to the PlayStation2 

original. Although there's a reduced emphasis on the finer details of 
troop positioning and pre-battle strategising, the broad brush tactical 
interplay is maintained, and there's increased scope for zooming in on 
the action and taking control of your army's officers in a manner akin to 
Dynasty Warriors. 

Whereas the first title recreated real-life events from the early 17th 
Century with a reasonable degree of authenticity, Kessen II moves the 
action to the mythic era of the Romance of Three Kingdoms, some 
1500 years earlier. Consequently, special moves and Final Fantasy-like 
spell effects assume greater significance 
throughout the course of battle, but 
essentially the core features of the original are 
maintained and expanded upon. Which 
means more FMV (unfortunately with poorly 
localised lip-synching), and more engagingly 
hyperactive mélée management. This time 
around the action takes place across a 
wider range of environments, which 
encompass ship-to-ship troop battles 
and castle sieges, and features five 
times the number of troops. 


It's easy to see how Japanese publisher Koei has 
managed to carve out a successful niche as a 
historical strategy specialist when Kessen II is 
considered alongside the original Kessen and the 
first three chapters in the Dynasty Warriors series 


Special moves and zoomed-in action acquire a 
greater importance in the sequel to the title’s 
more historically authentic predecessor, Kessen 
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Format: Game Boy Advance 


Jet Hiders 


Release: Q1 2002 (UK) 


Racing games have taken a decidedly watery turn of late. And in case 
GBA owners were feeling left out, Bits Studios has the aqueous solution 


n the wake of the current crop of water-based racers – Wave 
Race: Blue Storm, Bloodwake, Splashdown and Wave Rally — 
it was inevitable that someone would provide a similar 
experience for the GBA. Cue Jet Riders from the ubiquitous Bits 
Studios, a top-down jetski racer in the vein of Driven on water. 

Obviously, while the console-based titles are keen to draw attention 
to their realistic water visuals and physics, GBA developers aren't 
afforded such graphical luxuries. However, Bits is eager to point out that 
Jet Riders still features realistic water effects and wave animation with 
authentic jetski dynamics. 

Like many Advance codeshops, Bits is taking gameplay back to its 
roots. "With Jet Riders, we wanted to combine 'old-school' playability, 
with next-generation visuals," explains Foo 
Katan, MD and CEO of Bits Studios. 
Accordingly, the game boasts fast, eight-way, 
multi-layered scrolling, and the stunt 
escapades of the racers are portrayed using 
detailed, prerendered 3D sprites. 

The simple racing concept should transfer 
well to GBA, and the addition of stunts will no 
doubt appeal to the Tony Hawk's fraternity. 

Jet Riders should have hit final master by 
now, although a publisher has yet to 
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Players compete alongside five other 
jetskiers, either in Free Practice, or across 
three competition modes (Race, Time Trial and 
Stunt Challenge). An array of stunt apparatus 
is in evidence (ramps, gaps, crevice jumps, 
rails and grinds), and stuntwork is rewarded 
with points multipliers, enabling the player to 
indulge in extravagant score-chasing 


There are 21 courses included in the game, split 


across three geographic locations and replete be Hy ЕЕ 
with suitably themed graphics be found prior to its 2002 release. { 2 qoas d 


Format: Game Boy Advance 


|. . Publisher: Sammy Corporation 
— Developer: Marvellous Entertainment Inc. 
Origin: Japan 


Release: March 2002 (USA) May 2002 (UK) 


SNK might have been knocked out of the contest, but its spirit lives on 
in the shape of a pocket version of its most famous fighting property 


GBA beat 'em up, The King Of Fighters, was assured - it was 
always more a matter of which company would pick it up, 
rather than if. Subsequently, the publishing rights have been claimed by 
the Sammy Corporation for release early in 2002. 

In terms of narrative, Neo Blood is set between the storylines of 
KOF '97 and KOF '99, and so retains many of the familiar faces, while 
introducing a single new fighter. For the uninitiated, the KOF series Р ҮР. ; : 
introduced the concept of team play and strikers - CPU-controlled 2M f x ( " "s: 555 
cohorts who can be called upon to quickly perform a few swift moves „* у y а mni 
before exiting (the beat 'em up equivalent of a smart bomb). à 

The majority of characters have been lifted (literally, in terms of the 
sprite animations) from KOF '99, although 
Moe Habuna is totally new. This lithe teenager 
features a range of punch, flip-kick and 
hopping punch attacks, and her special 
attacks are occasionally accompanied by a 
burst of cherry blossom. 

The incorporation of the coin-op voice 
samples, plus a link-cable mode for twoplayer 
action, should make Neo Blood a welcome 
addition to the СОВА line-up, and a suitable 
successor (and possible capstone) to Д 2 
the King Of Fighters dynasty. UE 


Е] ven with the sad demise of SNK, the fate of its long-awaited 


The initial roster of 24 characters is split into 
Six teams, consisting of three fighters plus one 
exclusive striker. However, a further four as-yet- 
unnamed strikers are unlockable, and can be 
allied to teams at the player's behest 


Fans of the series might be disappointed to find 
Neo Blood little more than a remixed version of 
KOF Evolution, with just one new fighter 
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Herdy Gerdy 


Format: PlayStation2 
Publisher: Eidos Interactive 
Developer: Core Design 
Origin: UK 

Release: Spring 2002 


Though the visuals may have been eclipsed by the resplendent Jak And Daxter, Core’s 
Disney-esque adventure game has the novelty and charm to turn heads come 2002 


ames slipping past the Christmas period can hurt any 

| | company, but on present evidence Herdy Gerdy looks good 
enough to thaw hearts when it's released in spring 2002. The 
only real competition, in terms of tone and content, is Jak And Daxter, 
but while the former is certainly more accomplished in the visual 
department, Core's title has many novelties to set it apart from the usual 
platform game. 

As the title suggests, this is a game which uses herding as its main 
component. But since Edge last looked at the title (E96) the 
sophistication of the herding Al and the devices which can be employed 
to influence the many beasts of the world have improved a great deal. 

A flute, a herding stick and a hunting horn all cleverly help the hero to 
influence creatures with a great deal of 
imagination. Certainly, Herdy Gerdy must be 
one of the only games to give players the 
chance to wield a sheilelagh (a hammer which 
produces a temporary rainbow bridge). 

Its an engaging package marred 
somewhat by loose controls and a slightly 
clumsy camera. But, as always, these 
problems can be remedied before final 

release. Herdy Gerdy is one of the more 
The structure of the game owes more to Rare's 


adventures than Nintendo's. It's a gentle learning encouraging prospects for the usually 
curve with early minigames helping progress fallow post-winter period. 


Previously in E96 


The opening chapter of Herdy's quest is suffused 
with humour and delightful moments. The nasty 
pink Gromps (above) can be caught in traps. But 
should they be ensnared too close to the Doops, 
then a fishing rod is used to capture their prey 


Timesplitters2 


Format: PlayStation2 
Publisher: Eidos 

Developer: Free Radical Design 
Origin: UK 

Release: Mid-2002 


Previously in E99, E102 


FRD's founding members venture into a London hotel to show off their unfinished creation to the 


press. Edge joins them to see what has evolved since last seeing the game in August 
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As in the first game, TS2’s environments are a 
little barren in order to help the game's frenetic 
(and technically constant) pace - "speed over 
graphical niceties", as the developer put it. Online 
play is still a possibility, just not a likely one 


The Nôtre Dame (top and far right) and Gangster 
(above) levels - you can play pool by shooting at 
the balls. Try not to damage the baize, though 


orgive the list-like approach, but there's plenty to get through 
and not much space to do it in. Graphically, there's improved 
texture variety, the explosions are certainly more substantial, 


the number of death animations continues to increase while the 
in-game movement of the 80-odd characters really impresses. And it's 
pleasing to see plenty of comedic touches, too — a nice change from 
the overly serious nature of some FPS offerings. 

Newly revealed levels include a Nótre Dame-inspired entry and a 
1920s Chicago gangster setting to add to the other seven ‘episodes’ — 
all of them distinct yet linked together by the TimeSplitters theme. More 
environments are included for multiplayer (although there's the obvious 
MapMaker function) and thought is currently being given to whether 


power-ups should be included in this mode. 
The team expects the selected difficulty 
level to alter the objectives you're given (the 
co-op option adds mode-specific tasks) and 
while all of the iLink options remain (see 
E102), one cable will now also connect two 
consoles for an eightplayer deathmatch 
without the need for a hub set up. 
Expectedly, the team is refraining from 
disclosing the really good ideas — one of the 
FRD reps confirmed as much after the / == 


presentation. Time will (eventually) tell. e 
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Eve Online 


Beneath the glow of the Northem Lights and far from any distractions, 


an Icelandic developer has been working on an Elite-inspired sci-fi epic. 


Edge headed north to discover more about CCP and its penchant for syrup 


Г] hen you're at the hard- 

| man's edge of the Viking 
Y colonies, the unexpected 
is expected. Just not this. "Come — 
you've got to see how we create 
worlds," speaks our genial host in 
ever-perfect English, leading us into 
the kitchen. 

Edge is presented with the 
following sight: a slightly murky 
fishtank rests by the window, looking 
over sunny Reykjavik. Above it is 
affixed an expensive digital camera. 
Into this voluminous container, two of 
the team's artists are scooping 
foodstuffs: a layer of milk, Pollock- 
styled splatters of jam, yoghurt, long 
circles of golden syrup. They are being 
manipulated by a lengthy twig. When 
a suitably organic array is formed, a 
photo is taken. This image is then 
taken into Photoshop, manipulated 
and coloured appropriately, and 
imported into the engine. And a 
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beautiful, completely-random organic 
gas-sphere is formed. Proving again 
that ‘Blue Peter’-level tech beats the 
best rendering Hollywood can offer. 
Edge is impressed. And, looking 
at the golden syrup jar, more than a 
bit peckish. CCP is currently 
approaching the first Beta-testing of 
its massively multiplayer online epic 


Format: PC 
Publisher: CCP 
Developer: In-house 
Release: 2002 

Origin: Iceland 


space game Eve: The Second 
Genesis and busily thinking outside 
the box. Just not always outside its 
cereal boxes. 

You really wouldn't expect less 
from a team formed and staffed in 
Iceland — a country where there's a 
massive bandwidth penetration and 
where, according to some surveys, 
80 per cent still believe in the 
existence of elves. CCP is the 
speartip of the Icelandic gaming 
industry. Moreover, it's the entire spear, 


The aim of an Elite-influenced game in which galaxies 
of space pirates may interact in a freeform fashion has 
long been a holy grail for videogamers 


being the only major developer of note 
in the isle. This has several 
advantages in the process, "Since the 
population is small, you know anyone 
who knows anything about 
something," explains chief technology 
officer Hilmar Petursson, grinning. 
"And it's very easy to keep them 
together, as there are no distractions 
from other games companies." 

While the aim of an Elite-influenced 
game in which galaxies of space 
pirates may interact in a freeform 
fashion has long been a holy grail for 
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Ship roles are strongly differentiated, meaning that a rich player is likely to own a fleet of 


vessels from which to choose the most appropriate - or to lend to fellow corporation members 
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videogamers, and bandied around in 
conversation, Eve's roots lie back in 
1995. Then, according to lead designer, 
Dr Kjartan Pierre Emilsson, the idea 
for Eve was "simply doing some kind of 
3D Elite with better graphics and 
multiplayer". This eureka was prior to 
the formation of CCP, when the core of 
the team splintered from an Icelandic 
Internet-boom company. The script and 
form were hammered out in 1997, with 
the rest of CCP slowly forming around 
this template. Elite for the next 
generation — or at least in theme. 
Having returned to the '80s wireframe 
motherload, Kjartan acknowledges how 
times have changed, "I realised by 
visiting nostalgic things like that it 
reduces them. It's better to keep it 
good like it is in the memory, but try to 
recreate the same feeling today." 
However, while Elite is the formative 
cause, it's far from the only influence. 
When asked about the early 
development of Eve, art director Reynir 
Hardarson elaborates at length on the 
influence of his time spent on Ultima 
Online and its effect on coalescing what 
they wished to create. Compared to 
latecomers to the online world, Ultima 
is, according to Reynir, a harsh place. 


Whereas in EverQuest, it's impossible 
to be attacked by a fellow player unless 
you choose to have a player-killer flag 
on, in Ultima, everyone's vulnerable. 
This lead to a genuine demonisation of 
the players who would prey on other 
players. They were - make no doubt 
about this — hated. 

Reynir describes how the majority 
of the anti-social players, who rather 
than attempting to roleplay in cod- 
fantasy 'thees' and 'thous', would 
Speak in the ever-popular string of Net 
shorthands and I33t-speak. Players 
who wished to live in peace argued that 
they were spoiling the fun for everyone, 
and started to wipe them out. However, 
argues Reynir, this says something far 
more important about the possibilities 
of a freeform closed system in gaming. 
"The meta-game which came out of 


that was the struggle between good 
and evil. You had the players who 
Spoke hacker-speech as the bad guys 
and the roleplayers as the nice guys 
who spoke elvish. This tremendously 
expanded the depth of the game, as 
you weren't fighting a computer- 
controlled artificial evil, but were fighting 
something you really, really hated. And 
you got an incredible kick out of killing 
the people who were spoiling the game 
for everyone." 

It's а convincing argument. You can 
only hate the Evil Bydo empire so much 
- it's far easier to loathe another human 
being who is trying to make your life 
hell. Reynir points out that this modern 
foible for online roleplaying games to be 
cooperative is an anomaly. "All the 
multiplayer games are about playing 
against an opponent — and if you take 
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The dark-fantasy hard-edged sci-fi European epic influence to Eve is 
easy to note, far away from 'Star Trek' cleanness. In space, no one can 
hear you scream about how good the environment mapping is 


Players can define the attributes of their 
features - including such items as tattoos — 
to create a unique in-game presence 
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that away from a massively multiplayer 
game, what have you left?" This turned 
Eve's vision into a player-versus-player 
warfare on a galactic level for the 
highest stakes. Conflict would, 
primarily, come from the players and 
SO, provoke a truly immersive universe. 
"You can never enforce roleplaying, 
but you will find yourself doing so in 


After succeeding on a number of 
missions, you're provided with a new 
contact higher up the organisation — 
and the jobs you choose define which 
contact you reach. Naturally, raising 
your popularity with one organisation 
will lead to lowering it with their 
opponents, and the whole mission- 
System can be side-stepped by 


"The goal of the game is respect. That's the most 
important thing. Respect is earned mostly through money. 
Everything can be bought. Everything has a price" 


Eve, because the setting is a part of the 
game - not just a mood,” says Reynir. 
"You're involved, through the missions." 
In other words, you're defined by your 
actions in the system, not the 
ephemera that surrounds you. 

So Eve has created a deeply 
compelling world full of factions which 
interact with the player through a 
contact and mission system. At the 
start of the game, you choose between 
which of the 15 major organisations 
you're aligned to, which provides you 
with a contact who'll offer suitable 
tasks. While, at a low level, this involves 
minimal interaction or competition with 
other players, allowing people to 
dabble in the 50,000 solar-body star 
galaxy that makes up Eve's playfield, 
Swiftly you find your interests clashing 
with others, both computer-controlled 
and human. 


performing critical actions. For 
example, if you find a powerful pirate 
and annihilate him from the spacelanes, 
expect Eve's equivalent of Interpol to 
contact you. As a system, it recalls 
Grand Theft Auto — another useful 
reference point when thinking about the 
Similarly dark Eve. 

And equally, this ties into the facet 
of reputation. Kjartan stresses, "The 
goal of the game is respect. That's the 
most important thing. Respect is 
earned mostly through money. 
Everything can be bought. Everything 
has a price." To say the least, Eve has a 
brutally capitalistic edge. While the 
missions provide a structure for slow 
investigation into the world, the actual 
player's experience of play in the world 
manifests in either low, medium or high- 
scale interactions. The low-scale play 
includes events such as space-combat 


and mining, and involves direct conflict 
with one another. Medium scale events 
occur when a player has amassed 
Sufficient funds to purchase real-estate 
Such as factories or space-stations, or 
feels capable of fulfilling contracts. 
Rather than having an infinite economy, 
Eve relies on player actions to create all 
the items in the world. Resources must 
be gathered from planets, transferred to 
factories and constructed into the 
useful tools for sale — and people can 
make a profitable niche on any one of 
these levels. 

Finally, when basic trading is not 
enough, there is the high-scale battle 
between corporations, controlling 
trade-routes and owning solar systems, 
each consisting of many individuals 
who've chosen to cooperate. Due to 
the gameworld being constructed in a 
manner akin to a Risk board — with 


jumpgates in each system leading to a 
small number of others - it's possible to 
Secure areas, and secure your domain. 

Three things about the corporations 
strike Edge as fascinating. Firstly, this 
large-scale and game-defining structure 
is created in-game through the 
implementation of very simple systems. 
A secure payment system and a secure 
voting system for corporations allow 
payment for any interaction or service 
the player can consider to offer. 

Secondly, most interaction between 
corporations will happen outside the 
game - through e-mail, message 
boards and late night threatening phone 
calls. Rarely has Sony's ‘I have 


conquered worlds' slogan seemed so 
apposite. By day you could be a mild 
mannered games journalist, but by 
night you're the most feared robber 
baron in the galaxy. 


And, thirdly, the corporations 
already exist and are playing the meta- 
game of political intrigue without the 
Eve galaxy at all, proto-Microsofts in 
waiting. As Kjartan notes, the central 
question Eve asks is simple, "Can you 
move the genre of space-simulation 
from being just combat to this very 
large-scale kind of gaming?" 

And large-scale is Eve all over. 
While games are all about creating 
coherent worlds that exist in and of 
their own rules, Reynir, a founder 
member of CCP, is sure of the sort of 
the world they wish to create. "What 
we found lacking in the big sci-fi things, 
is the realism of ‘Blade Runner’. We 
look more to ‘Alien’ or ‘Blade Runner’ 
in style and mood. We don't like the 
humanoid alien. In our world, it’s a 
dark world; a cold, harsh world. Not 
just one with good or evil – they're all 


sort of dark and decadent. We wanted 
to make it a believable world with 
stories and politics and no aliens.” He 
grins, "Well — alien lifeforms, but no 
'Star Trek'. You go into combat, and it's 
not going to be Wagner, industrial 
techno or really hard drum and bass." 
So dark, then. 

As Edge leaves Iceland, we 
leave CCP working to create its 
fetishistically charged capitalistic 
universe, where friends just mean 
“enemies that are more profitable to 
keep alive". As the lights of Aurora 
Borealis disappear behind us and 
the harsh city lights of Europe come 
into view, we have a moment of 
realisation of what a selfish world 
full of competing, greedy humans 
would be like. Of course, in Eve, 
we'll have spaceships. To the final 
frontier: infinite profit. 


Auto Modellista 


Better known for its beat 'em ups, Capcom shook up the last Tokyo Game 


Show with Auto Modellista. Edge looks at its cel-shaded exterior before 


examining the communication and customisation under the bonnet 


apcom might be well known 


. for its 2D beat 'em up 
properties, and more 


recently, for the creation of the survival 


horror genre, but as a developer and 
publisher, it doesn't exactly stand 


shoulder to shoulder with the giants of 


the motorsports racing genre. 
Well, not yet anyway. 

Tucked away, almost 
surreptitiously, on the company's 
stand at the last Tokyo Game Show, 
the cel-shaded livery of Auto 
Modellista might suggest that things 
are about to change. While the TGS 
showreel provided ample 
demonstration of the title's aesthetic 
accomplishments, it gave little away 
about finer gameplay detail. So Edge 
was reassured to find that the 
development team hopes to 
distinguish its first automotive outing 
on console hardware with several 
innovative game mechanics — 
particularly in light of the number of 
developers willing to hijack the 
cel-shading bandwagon after the 
success of Jet Set Radio. 

However, it's going to be a tall 
order, for a team that is more familiar 
with programming beat 'em ups, to 
ensure that Auto Modellista's play 
mechanics match its obvious 


Auto Modellista is designed to be the antithesis of the realistic simulations that dominate the 
motorsports market. Distinctive visuals are combined with arcade play mechanics 


graphical finery. After all, only general 
producer, Noritaka Funamizu has 
any experience of the motorsports 
genre. "Auto Modellista is not actually 
our first racing game," he explains. 
"Ten years ago there was a title called 
Slipstream, a racing game featuring 
linked cabinets like Sega's. But we 
only made 150 units and they didn't 
sell very well (laughs). But | liked the 
game very much despite its fate. 


Format: PlayStation2 
Publisher: Capcom 
Developer: In-house 
Release: Spring 2002 
Origin: Japan 
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A combination of cel-shading techniques 
and ostensibly realistic lighting effects 
gives Auto Modellista a unique visual style 


Capcom hopes that people will use the 


network chat feature to facilitate team 
competitions and do some showing off 
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Following this experience | thought 
racing titles were impossible to develop 
at Capcom.” Nevertheless, despite the 
reluctance of his superiors at the 
company, Funamizu-san has always 
been keen to branch out. "I've had this 
desire to make a racing game for a long 
time. There have been many talks at 
Capcom about making an arcade 
racing game, but the cost of designing 
а cabinet was too much. It wasn't 
realistic for the company to spend so 
much, so | gave up the idea. However, 
when we decided to develop a console 
title featuring network play, the first idea 
| had was a racing game." 


Vested interest 

Although he hasn't had any firsthand 
experience developing driving games, 
producer, Yoshihiro Sudo, also has a 
vested interest in the genre. Like 
Funamizu-san, he joined Capcom at a 
time when the company was 
expanding rapidly. "Back at that time, 
Capcom had its own F-3000 team," he 
reveals. "In fact, | joined Capcom for 
that reason. | love cars. | race a little 


and have a licence. When I joined the 
company, | asked Capcoms racing 
team to see if they'd let me join the 
team. Just after they told me that | 
could, Capcom decided to stop the 
team because it wasn't profitable, 
turning to J-League instead." 

While the team's most senior 
members have a passing acquaintance 
with the genre, none of the rest of the 
team does. Getting themselves and 
their team up to scratch over the 
course of the game's two years in 
development required substantial 
research. "We've had to study the 
subject very hard in order to develop 
the дате,” discloses Sudo-san. 
Funamizu-san elucidates: “We have 
been doing a lot of crazy things to learn 
about racing. We've been buying 
documentation, renting cars and driving 
them on circuits. We even bought a 
cheap car to crash. When | went to 
Europe, | witnessed many car game 
developers. | was very surprised by the 
level of realism.” The team even 
extended its research to making sure 
that the game's title was appropriate. 


"We had a very long list of hundreds of 
titles. We even phoned Europe to test 
our choices." 

Despite the specific inexperience of 
his team though, Funamizu-san is keen 
to stress the transferable skills acquired 
during the development of beat 'em 
ups. "Although we have focused on 
beat 'em ups for a long time, it doesn't 
mean we aren't capable of developing 
a racing game. In many respects, our 
experience has been very important in 
designing this game, with regard to 
animation and damage management." 


Artistoon 

Clearly, one of the advantages of the 
team's background is that it's brought 
an aesthetic freshness to a genre 
hitherto obsessed with scaling ever- 
greater heights of realism — an 
obsession which Funamizu-san 
laments. "| have the feeling that there 
isn't much originality in the racing genre 
right now. Particularly visually, | can't tell 
one title from another. None of the 
current titles give any new or fresh 
feelings." In the hope of inspiring fresh 
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feelings, his team has developed a cel- 
shading technique that he calls 
'Artistoon'. "I also think that it grants 
more freedom if you design a game in 
an opposite style to one that's already 
very famous. Looking back to Virtua 
Fighter, it was almost the opposite of 
Street Fighter, and this had an impact 
on gamers. If you consider racing titles, 
Gran Turismo 3 is the ultimate 
Simulation, so we decided we needed 
to make a title that looked very ‘game- 
looking’ title.” Although the Artistoon 
technique is indeed more ‘game- 
looking’, Auto Modellista's cel-shaded 
visuals don't preclude a whole host of 
semi-realistic visual effects that also 
contribute to the game's singular 
appearance, such as lens flare, motion 
blur, and sophisticated lighting and 
weather effects. 
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Yet again, Edge is forced to lament the 
intransigence of major car manufacturers, 
who refuse to countenance in-game damage 


But, as Funamizu-san himself 
admits, none of this will matter if the 
game doesn't play well: "If gameplay 
isn't any good, beautiful graphics won't 
be sufficient. Capcom is trying to review 
all of its projects to deliver a higher level 
of quality. This is the rule." To this end, 
Auto Modellista includes features that 
gamers have come to expect as 
standard, along with one or two that 
haven't been seen before. 

The game consists of circuit-based 
racing, without civilian traffic. It's 
planned to include around ten circuits, 
with up to eight cars onscreen, though 
night racing stages may see this reduce 
to six due to technical constraints. A 
standard arcade mode sits alongside a 
championship mode and a twoplayer 
splitscreen versus mode, but more 
interestingly, it's also be joined by a 
network play mode - featuring team 
play — and a car edit mode. 

There's also a 'VJ' option, to allow 
players to edit and playback action 
replays. Sadly, the title won't include in- 
game damage. "Some manufacturers 
would have allowed us to include car 
damage," explains Sudo-san, "but 
others wouldn't, so we decided to cut 


It looks magnificent in still pictures, but as 
Tokyo Game Show-goers can attest, it's even 
more stunning when rolling footage is shown 


this feature." Judging by the comments 
of The Getaway's Sam Coates back at 
GDCE, it would appear that Auto 
Modellista isn't the only title to suffer 
because of prissy car manufacturers. 


Show off 


Better news concerns those areas in 
which the title departs from the norm, 
namely customisation and 
communication, as Sudo-san goes on 
to elaborate. “One of the major features 
of the game is that you are fully able to 
customise your car — parts, colours, 
logos, power-ups, etc. 

“Another major feature is network 
play, which allows you to use your 
customised car against other players. 
We've designed everything so that 
people will be able to communicate 
with each other easily and show off 
their cars." In contrast to the meticulous 
approach required by Gran Turismo 
players, the Auto Modellista team aims 
to make this element of play much 
more accessible, with the effect of new 
parts immediately obvious, both in 
terms of handling and appearance. “For 
example,” illustrates Funamizu-san, “if 
you add an aerodynamic part and feel 


no real change, you wouldn't be very 
happy. We also want users to see any 
changes onscreen." 

Although plenty of racing titles have 
included elements of customisation, 
Auto Modellista is likely to come into its 
own owing to the game's focus on 
networked community play. When 
players log onto the network the main 
racing screen is accompanied by a chat 
window, which allows users to chat 
about their cars and their settings. 

With the game designed to be 
functional over narrowband, both 
Funamizu-san and Sudo-san each 
hope that a large community will be 
attracted by the opportunity to show off 
and trade information. "Up to now, 
racing games have only been about 
competitive racing," states Sudo-san, 
"but we feel that you should be able to 
have fun just watching other players 
racing." Funamizu-san quickly agrees: 
"Yes, | think this is important. You can 
buy the game, go online and have fun 


only watching races. So you can have 
fun racing solo at home, or you can 
exchange car data with other players 
and watch them compete — you could 
even specialise in designing cars and 
helping other players." Players can also 
set up team-based tournaments and 
competitions, using the chat function to 
agree on racing conditions, though the 
maximum team size has yet to be 
finalised. 

Given the potential of network play 
to change the way motorsports titles 
are perceived, it's disappointing to find 
out that European gamers may not get 
a chance to experience this aspect of 
Auto Modellista. Although it is yet to be 
confirmed, the team is reluctant to 
confirm online support in the region. "It 
is too hard to find a solution to play 
online across Europe," explains 
Funamizu-san. "There are too many 
regional standards. If we had to wait 
until the market is ready in Europe the 
game would never be released." On the 


“lf gameplay isn't any good, beautiful graphics won't be 
sufficient. Capcom is trying to review all of its projects to 
deliver a higher level of quality. This is the rule" 


other hand, European gamers will be 
the beneficiaries of localised content. 
"We aim to make courses and cars 
specific to each market. Even if the 
versions are almost the same, | feel it is 
important to put some specific features 
according to the market." 

There's also the slim chance that 
multiplatform development may yet 
hold the possibility of online play in 
Europe; although it is currently only 
slated for release on PlayStation2, it's 
also been developed so as to be 
relatively easy to port to other 
platforms. "For the moment we're 
starting with PlayStation2 because it is 
the market leader. Of course it would 
be technically very easy to develop for 
Xbox and we have also already had a 
few propositions, to port a version of 
the game onto an arcade board." 

Which isn't to say that the team is 
dissatisfied with Sony's hardware. 
Indeed in many ways, the technical 
idiosyncracies of the machine seems in 
part to have been responsible for some 
of the ingenuities of Auto Modellista. 
“Many people complain about the 
difficulties of PS2 development, but as 
you get more involved in programming 
for it, you begin to understand its 
potential. | think that people haven't 


Gran Turismo obviously paved the way for vehicle customisation, but Auto Modellista 
combines it with increased accessibility and online communication via network play features 


looked hard enough for new ways to 
program the PS2. I refuse to give up a 
feature because it appears impossible 
to do. | prefer to search for different 
ways to get results. With Auto 
Modellista, we had to search for a new 
aesthetic, distinct from the more 
common realistic approach. And in 
light of what we've achieved, | want to 
apply the same search for originality in 
the four or five titles I'm in charge of." 
Of course it's too early to judge just 
how successful Auto Modellista will be, 
but Funamizu's fresh approach 
can only be a good thing. = 
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Inside... 


Big Blue Box 


Two brothers with funding from Microsoft, 
support from Lionhead and a game with no name 


which has been 12 years in conception. 


Edge travels to Surrey to leam more 


haven't got a proper name for it. Two years into 
the development of Project Ego and Dene and 
Simon Carter, the brothers behind Big Blue 
Box, are still searching for that elusive all- 
encompassing moniker for their progressive 
RPG. "It's been the toughest part of the 
development process so far," they sigh before 
assuring Edge that they'll think of something in 
the next two weeks. 

Rewind 18 months and the last thing on the 
brothers' minds was a game title. In 1998, they 
left Bullfrog after having worked on two of the 
once great developer's key games, Magic 
Carpet and Dungeon Keeper. EA was in the 
process of replacing the studio's ambitious 
original products with reams of branded 
sequels, and the Carters wanted out. So they 
set up Big Blue Box realising an ambition for 
creative independence that had been quietly 
harboured since they first started working on 
games (Оепе? first was the excellent Gauntlet- 
style C64 shooter Druid). What followed wasn't 
quite the fantasy process they might have 
envisaged. "We spent two years in publisher 
wilderness," says Simon without a trace of 
bitterness. "We'd get into these six-month 
relationships, then the company would turn 
around and tell us that they didn't want to 
handle original games. We realised they were 
just stringing us along until we agreed to do a 
licence." Which was never going to happen. 


Peter's friends 

Fortunately, the Carters retained their close 
relationship with one Peter Molyneux who 
himself left Bullfrog after being asked to attend 
one endless product meeting too many. Via a 
new 'satellite studio' scheme, Molyneux helped 
to fund the setting up of Big Blue Box, and 
offered his own company as an administrative 
and creative resource. As Simon Carter 
explains, "We realised that in order to make 
original games you need a smaller team so you 
can keep things under control a bit more. And 


Photography: Martin Thompson 
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"We find that the area around your development studio effects the 
building design more than any other factor. If you look at Syndicate – 
it is essentially set in Guildford Business and Retail Park" 
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with Lionhead taking control of the businessy 
Side of things, the testing and the sound, we 
can keep our core team relatively small and 
concentrate on making games." "We have a 
Suit-free environment," adds Dene with relish. 
The Carters are keen to point out, however, 
that BBB is an autonomous company. It is no 
longer financially supported by Lionhead, as 
funding now comes from Microsoft. Plus, the 
passing of information between the companies 
is a two-way thing. Lionhead does lend out its 
own dev tools, but it is just as likely to borrow 
tools developed at BBB. The fraternal, 
supporting role remains strong, though. "If we 
were out there on our own we'd have to worry 
about so much other stuff. As managing 
directors, we wouldn't be able to concentrate 
on writing the game — which is what we're best 
and what we enjoy," says Simon. Dene cuts in, 
“I mean we're developing a next-gen game for 
heaven's sake and we've got one of the 
smallest teams | know of. But with all the extra 


There are no 2D texturemaps providing 
background scenery - if you see a hill in the 
distance you can walk to it. Everything is real 


facilities at Lionhead we're effectively a much 
bigger team than we seem to be." 

As far as game design consultancy goes, 
there can be few more valuable partners. “If 
things go tits up with the design process there 
are talented people at Lionhead that we can 
get feedback from," continues Simon. 
Molyneux himself is keenly watching the 
development of the game, occasionally 
tinkering with it and offering suggestions. 
"Peter's involvement is largely as a kind of 
design overseer. He has an uncanny ability to 
work out what people want in games and he's 
fantastically useful as a sounding board for 
various ideas, and for generating new bits and 
pieces that we might not have thought of 
otherwise, but which he intuitively understands 
Work in games." 

Those who have experienced Black & 
White will also be able to attest to Molyneux's 
ability to make complex gameplay ideas 
accessible to a wide audience. As the aim with 
Project Ego is to humanise the RPG and get 
away from the geekdom usually associated 
with the genre, his experience has proved 
especially valuable. Although those who found 
themselves waiting for B&W as it drifted past 
launch date after launch date will be able to 
identify with Simon's single complaint, “Оп 
occasion Peter would like us to develop a 
game that would take 50 years. He does tend 
to be exceedingly ambitious." 

In addition to Big Blue Box, Lionhead has 
now branched out its satellite system to 
include two more start-ups. Black and White 
Studios in Guildford which will handle 


forthcoming B&W spin-offs, conversions and 
sequels, and Intrepid Games, based in 
Wimbledon, which is currently working on an 
original Xbox title. 


The ego has landed 

Referring to Project Ego as an RPG 
immediately provokes assumptions that the 
Carter brothers are keen to distance 
themselves from. “RPG videogames have 
never lived up to our expectations," Simon 
explains. "In pencil and paper 'D&D' you really 
Shape your character — but somewhere along 
the line RPG games lost that aspect. So we're 
abandoning the trappings of the RPG - the 
elves, orcs, magic systems and inventories. 
We want to get back to the basic principles of 
the role playing game." 

At a very fundamental level, this has meant 
discarding the standard Tolkien foundations. 
Instead Dene cites Grimm's fairytales as the 
main influence on the Project Ego universe. 


“Most other games stand on the shoulders of 
Tolkien and we really didn’t want that. We also 
wanted to create a world where people react 
to the strange and unnatural in what you’d 
term a realistic way. So if some evil creature 
crept out of the darkness and tried to steal one 
of their children, they wouldn't just go, ‘Oh 
dear its an orc. Now orcs have 32 hit points so 
I'll need to use this fire arrow, | think.’ That's a 
very horrible and smug way of playing a game. 
We wanted a world where people live in 
huddled communities against the darkness — 
and if you look at Grimm's fairytales this is very 
much the atmosphere they create.” 

That Grimm feel is immediately evident in 
the scenery: the lush, sylvan woodlands are 
filled with stylised Christmas card villages, but 
there's also the sense of menace. Nomad 
tribes and wild beasts lurk in the darkness of 
the forests, too. It's also an amazingly organic 
environment – and it's huge. The team 
wouldn't say how big, but if your character 
Stands on a relatively elevated position he has 
à viewing distance of around eight kilometres. 
And there are no 2D texturemaps providing 
background scenery - if you see a hill in the 
distance you can walk to it. Everything is real. 

The game begins with your teenage 
character returning home to find his family 
slaughtered (The Carter brothers are keeping 
tight-lipped about who dunnit). Like Shenmue 
then, Ego is a quest for revenge, but it's one 
that will take many years, during which time 
the character noticeably ages. This is only one 
element of the game's naturalistic and distinctly 
human-centric approach to story telling. 
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FAQ 


Company name: Big Blue Box 
Founded: 19 

HQ: Godalming, Surrey 

Number of employees: 18 
Projects in development: Project Ego 


Project Ego features a number of NPC heroes who attempt to steal 
the allegiance of villagers 
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Players will also be able to heavily personalise 
their character with hundreds of different 
outfits, and user-definable tattoos (both 
available from village shops rather than 
impersonal menu screens). You can also get 
the guy to grow stubble and/or shave his head 
to help build a totally unique identity. 

Meanwhile, the character's physical 
appearance is also affected by what you do in 
the game. Spend a lot of time wandering about 
in the sun and he'll get a tan; carry a lot of 
heavy objects and he'll develop muscles; fill 
him up every night with food and booze and 
he'll end up with a potbelly. Finally, if you get 
into a lot of fights — and lose – you'll end up 
with scars that stay for the rest of his life. 

This isn't just about personalising the 
character — his appearance has effects on the 
game. If your avatar is a scar-covered skinhead 
with an all over tattoo, villagers will be too 
scared of him to offer information or hire him 
for a mission. If he's a hunk, he'll get chatted 
up - and that could be by either sex. 
Importantly, this is a living, breathing world. 
Each character, however irrelevant to the story 
has a life, a routine and a certain amount of 
sentience. As a result everything you do has 
consequences that emanate outwards. Burn a 
village down and the inhabitants have to move 
on, displacing other tribes or wildlife — it's 
chaos theory in motion. 

As far as plot is concerned, there is a linear 
Story that runs through the whole game, but 
behind that there are myriad subplots and 
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Throughout the game various roles are open to the player. Apparently 
most people who have tested the game prefer to be an assassin 


missions, which come up or don't come up 
depending on how you behave in the game 
world. The Carters were elusive on how the 
time system worked – obviously you can't 
have such minute control over the hero's 
whole life. What they would say is that there 
are certain plot related events throughout the 
experience that the player can't avoid. 
Beyond that they are free to explore and live 
how they want, although the game skips 
forward a few years from time to time, 
between major narrative events. 

It sounds like a logistical nightmare, but 
Big Blue Box seems to have the task in hand. 
After all the Carters have been working on this 


concept for 12 years (Dene began designing 


processor for running all the graphics stuff and 
you've got a sound processor for doing sound. 
With PS2 you get a bundle of chips which can 
be configured up to do whatever you want. 
And while that freedom is very nice and 
probably allows you to some very flexible 
things its an absolute bugger because you've 
got to make sure all these things work perfectly 
in sequence and in tandem." 

The Xbox hard drive has also proved a 
liberating, indeed vital part of the Project Ego 
blueprint. As Simon confirms, "The hard disk is 
critical to the game due to the sheer amount of 
simulation data we're throwing around, it 
needs to be stored somewhere and the hard 
disk is the only thing that's big enough." Indeed 
the world of Ego is a chaotic one with ripples 
and ramifications spreading out from every 
action. You can't store that information on an 
8Mb memory card. And just in terms of raw 
visuals, the brothers are keen to stress the 
benefits of Xbox over PS2. The latter has no 
texture compression, while the former can 
compress up to four times, "and because you 
can stream stuff straight from the hard disk 
with pretty much no latency, you end up with 
16-32 times as much room for graphics as 
PS2,” finishes Simon. This has essentially 
meant that so far the Big Blue Box artists have 
met with no polygon count barriers. "The lead 


"Microsoft are great to work with. As soon as 
we said we were having trouble naming the 
game, they hired a company to help us" 


the landscape system on the Atari ST). Their 
only worry is what people might do with the 
game when it's released. It is after all possible 
to wander around in just a pair of pants and a 
menacing sneer, and there are children running 
around everywhere. You can, Edge is sure, 
come up with your own Daily Mail headline. 


X men 

Like fellow Brits Bizarre Creations and 
Confounding Factor, Big Blue Box has been 
surprised and delighted by Microsoft's attitude 
to game development. "Microsoft are great to 
work with," says Dene without any prompting. 
"Any time we've wanted data they've got it. As 
soon as we said we were having trouble 
naming the game, they hired a company to 
help us." 

According to Simon, BBB first hooked up 
with Microsoft at ECTS 2000. “They came up 
to us and said, 'Our focus is entirely on quality 
games, we don't care how you produce them’. 
It was every developer's dream." And when the 
team took delivery of the dev kit they were 
instantly impressed. "First of all there's the ease 
of development. It's a very simple architecture. 
You've got your main processor for running А! 
and game stuff, you've got a graphics 


character alone takes up 16,000 polys,” points 
out Simon, “which is more than the entire 
graphics engine in Magic Carpet." 


Futureworld 
"Our goal after this game is to move up to a 
team and a half, working on two products, 
prototyping the next game while working on a 
sequel to this one if its successful. But we 
don't want to expand our boundaries so much 
that we lose the small company mentality," 
states Simon. However, even if the game is a 
gargantuan hit, don't expect a sequel to be 
inevitable. "If it's appropriate, if it's not just 
cashing in, then we'll do it," says Dene, "It 
would be nice to see where the world goes 
next – the same way you would with a TV 
series. We've spent so much time building this 
world and the people who inhabit it, | would be 
interested to see where they go afterwards.” 
After 15 years in development, you sense 
that the Carter brothers, and more recently 
their close-knit team, are as enthusiastic about 
Ego as they were at the beginning. If it works it 
could be one of the most intriguing and 
immersive gaming experiences Britain has 
produced. And there is a good feeling 
here, a feeling that it will work. 


The game features an online community site where players can 
exchange characters and experiences and send each other 
postcards of key successes 
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Power Struggle 


The year 2002 will be one of the most exciting in 
videogame history. But with three main players 
fighting for your wallet, where will your loyalties lie? 


о a true videogame enthusiast there is 
ae nothing quite like the smell of fresh 

packaging. The first cardboard seals 
are undone and the polystyrene casement 
slides smoothly out of its box. With reverence 
the plastic bags are opened and the cable ties 
unwound. For a true videogame devotee the 
wrapping is almost as precious as its contents. 
But not quite. 

In 2002, millions will be savouring the thrill 
of extracting a shiny new console from its 
packaging and firing up a next-generation title. 
Mario Sunshine, Metal Gear Solid 2, Halo. 
Titles to obsess over. For many consumers the 
choice of console has already been made. 
Hype, word-of-mouth, brand loyalty — these 
things will always sway public opinion. But for 
the first time ever the notion that the market 
might support three consoles at one time does 
not seem so farfetched. Certainly, GameCube, 
Xbox and PS2 appeal to different tastes. 

It's always folly to predict the future, 
especially in the world of videogames where 
even behemoth companies come and go. But 
for those who are still unsure about which 
console to purchase, Edge offers the definitive 
guide on the future of the three main players. 
Of course, you could always find room to store 
three more boxes in the loft... 
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PlayStation2 


Build quality 


Total control 


The original controller for the PlayStation was 


revolutionary, blending comfort with a more ergonomic 
three-dimensional moulding. Since then the addition of 
the DualAnalogue sticks and the excellent DualShock 
rumble facility has ensured that the device has become 
somewhat iconic worldwide. However, analogue control 
the decision to keep a 
modified version of the DualShock controller for PS2 has 
disappointed many. Certainly — by comparison to the 
GameCube and Xbox sticks – the PS2 analogue sticks 
are imprecise and flaccid. The addition of analogue 

as proved somewhat redundant, with only the 


has improved markedly an 


buttons 
imaginative Bravo Music taking full advantage. 
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t looked like an outlandish hi-fi, the 
TE games were awful and developers 

were already grumbling about the 
complicated architecture. But when it launched 
on March 4th, 2000 the PlayStation2 sold 
980,000 units (making it the most successful 
launch of a console by a huge margin). But ever 
Since, Sony's second console has held the 
dubious title of being the most hyped games 
machine ever conceived. 

It's a situation which has generated 
ambivalence across the board. If consumers, 
publishers and developers were to gather 
around a table to judge the machine, it would 
receive wildly mixed responses. Developers still 
feel that the wrong architecture was chosen; 
consumers see it as a good prospect 
underperforming; while publishers are now 
beginning to warm to a platform which has the 
potential to make them a lot of cash. But for 
many, the first 18 months of the PS2’s life has 
been woefully disappointing. 

Certainly, the 'x' factor has been missing. 
Sony cleverly labelled its 128bit CPU the 
‘Emotion Engine’, a move which instantly set 
tongues wagging about the potential for deeper, 
more profound game experiences (hype which 
Sony did little to discourage). But the 
dissatisfaction of being offered soulless and 
derivative games at launch, such as Ridge 
Racer V and Tekken Tag Tournament, couldn’t 


have been more dismaying. Only the 
captivating, yet esoteric, Fantavision offered 
something innovative. 

In its favour Sony made the bold move to 
include DVD playback out of the box. It was a 
decision which encouraged many Japanese 
consumers to buy a PS2 (entry level DVD 
players were still expensive at the time). 
However, while the sales of DVDs tripled in the 
week the PS2 launched, software sales 
remained worryingly low. A trend which has only 
begun to pick up in recent months. 

Now, 18 months on, things are looking 
much rosier for PS2 owners. Developers are 
coming to terms with the parallel architecture 
and fears that the PS2 would suffer the same 
fate as the Sega Saturn now seem ridiculous. 
A mixture of hard work, trial and error and 
middleware tools is also ensuring that 
development cycles are getting shorter and 
game quality improving. It's taken much longer 
than anticipated, but exceptional titles are 
beginning to come through. Devil May Cry, 
Pro Evolution Soccer, Metal Gear Solid 2, Rez 
and Baldur's Gate: Dark Alliance, among others, 
will be giving PS2 owners much pleasure over 
the holiday period. The PS2 release schedule 
for 2002 is equally impressive and Sony 
estimate that there are some 300 titles 
currently in development. 

It is difficult to argue against PlayStation2's 
dominance over the next two years. Price cuts 
in every territory plus the prospect of games 
enhanced by hard drive and Internet 
functionality will come to fruition soon. The only 
thing which must remain a worry to Sony is how 
long the PS2 can stay ahead of the baying 
pack. In a couple of year's time the machine 
may well have reached its peak – at least 
technically. It's a worry highlighted by the 
company's decision to bring forward the 
arrival of PlayStation3. 


Developers are coming to terms with 


m 


the parallel architecture and fears that 
the PS2 would suffer the same fate as 


the Sega Satum now seem ridiculous 


Significant events: 


March 1999 

Sony officially unveiled plans for its 
‘next generation’ PlayStation at 
Tokyo's International Forum Centre to 
1,500 delegates. Nine technical 
demos admirably showcased the 
capabilities of the hardware, with 
much of the excitement focusing on 
Tekken Tag Tournament's footage 
showing smoke billowing from street 
drains and grass blowing in the 


bree 


It was an impressive glimpse 
of the future, provoking Jez San to 
exclaim, "Amazing. It's amazing." 


September 1999 

Ken Kuturagi ended months of 
speculation by revealing Sony's new 
console at Tokyo's ANA Hotel 
Imaginatively titled 'PlayStation2' and 
looking like a miniature '2001: A 
Space Ody 
was well received by the 900 


'ssey' monolith, the design 


attendees and clearly intimated 


Sony's desire to give the console 
broad appeal. However, the decision 


to go with only two controlle 


ports 
and merely modify the DualAnalogue 


controller disappointed some. 


February 2000 

Squaresoft's CEO, Tomoyuki Takechi 
announced ambitious plans to 
optimise Final Fantasy X and Final 
Fantasy XI for Sony's Play Online 
portal before the end of 2001. The 
portal would also support full 
e-commerce trading, browser 
facilities and the ability to download 
Today, Play 


operating to a limited 


video clips and musi 
Online is 


degree, but Final Fantasy X only 


made it as a singleplayer experience. 


March 2000 

Launch day and after much camping 
in doorways, some pushing and 
shoving and a noteable theft from one 
consumer, a remarkable 980,000 
units sold out in just two days. 
Demand was so high that consoles, 
priced at Y39,800 (£230), were being 
traded over the Internet for up to 
Y120,000 (£720) just days afterwards. 
However, the phenomenal response 


was muted by the lack of good 


games and poor software sales 


November 2000 

Anticipation levels were high but 
shipping problems and a 
controversial pre-order scheme 
resulted in a desultory 80,000 units 
shifting at the European launch. But 
worse, the intervening time between 
eastern and western launches had 
seen little in the way of quality 
software coming through. Only 
TimeSplitters and Silent Scope gave 
early European adopters something 
to crow about 
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Peripherals 


8Mb memory card DVD remote control Keyboard/TFT screen 


le 
versions on the market. Unlike 


D 


release these devices officially, but 


many precious saved games can now. 


buy thirdparty expansion cards which the HDD sells well, but at Y18,000 Microsoft's Xbox, the DVD player can be thirdparty keyboards are about Y4,000 
can boost data storage to up to 32Mb. (£102) consumers could wait indefinitely. operated through a standard controller. (£23) with the screens coming in at £85. 


Getting hold of a PS2 


Sony's decision to drop the price to £199 for Christmas was a serious blow to the Dixons Ultimate package 
competition. With no Xbox until March and no definite release date for the GameCube, PS2 + extra controller, official ВМВ memory сага, WRC, Rayman M, Crazy Taxi and TimeSplitters £309. 


ч нму 
Sony is rubbing its hands at the prospect of a clean sweep in Europe. But the situation PS2 + Grand Theft Auto ill, The Weakest Link, Crazy Taxi, Monkey Island, TimeSplitters and DVD Remote 


is not so clearcut in other territories. Reports suggest that the GameCube had a better control £309.93 
launch day than the PS2 in America and the Xbox saw equally frenzied activity at retail. MCV 
But for UK consumers there is only one real choice this Christmas: PS2. While the PS2 + buy any game and you receive a Joytech controller plus DVD remote control free 


Dreamcast value pack at £99 offers amazing value, it will do little to combat the long а тту 9.99 


term prospects of Sony's machine. The standard unit with one controller is £199, but Currys 
high street stores are enticing shoppers with a number of deals. Here is a selection: PS2 + ‘Charlie's Angels' DVD + Crazy Taxi £229 


The games of 2002 
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Industryopinion 


| think it will be very interesting. Historically we have not had three plausible competitors for 
very long. Sony is certainly well established now, and has some excellent titles at long last. It is 
fashionable at the moment for developers to criticise the performance of PS2, but this is not 
very different to the GameCube, at least — possibly better. The extra price of the Xbox, ugliness 
of the box, and fewer attractive titles (Halo notwithstanding), | think will be major factors in how 
he machine does. | would expect it to come third in the 'race', despite a doubtless huge 
Microsoft ad spend. So my money is on Sony holding its top position for a long while yet at 
east, with the biggest threat being GameCube (especially if the promised thirdparty 
GameCube machines start to appear). The Xbox is the better spec machine but then, so was 
he N64 last time around and it did not win through. 

David Braben, managing director, Frontier Developments 


think there's no doubt Sony has built up a formidable lead, and the pricepoint right now is 
bang on. Nintendo and Microsoft are tough competitors, and I'm sure both Xbox and 
GameCube will sell 1.5m units in all of the territories, but the real test for these machines will be 
о see what they do in their second year. Sony have struck it big with titles such as Grand 
Theft Auto ІІІ, Metal Gear Solid 2, and Pro Evolution Soccer, but also with new franchises such 
as Devil May Cry and Jak And Daxter. Next year, there will no doubt be sequels to these 
games alongside the shipping of the hard disk and broadband adapter. Right now, I find it 
difficult to believe anyone could convincingly argue against the crown remaining with Sony. 
David Lau-Kee, managing director, Criterion 


Sony will dominate the market with PS2 perhaps even more so than they did with the 
PlayStation. The reasons are simple: Sony is the best consumer electronics company in the 
world. Mums and dads own Sony televisions and videos and trust the brand for their children. 
There are over 70 million PlayStations in the world and people are usually averse to changing 
brands. Most of the world's best games design talent is developing games for PS2. There are 
several ‘must have’ titles exclusive to PS2. Sony has made gaming ‘cool’ through both its 
advertising and youth life-style association. So for me the war is over before it has even begun. 
lan Livingstone, executive chairman, Eidos Interactive 


Sony, sadly, have saturated the market. Regardless of the multi-billion dollar marketing 
campaigns that have been researched, focus grouped and play-tested, Microsoft are going 
too high-brow and Nintendo too subconscious. Joe Punter will see that triangle, circle, x and 
square and shell out for the familiar. 

Aleks Krotoski, presenter, "Thumb Bandits' 


Conclusion 


Sony's first battle has already been won: a 20m global installed userbase is a figure which 
already puts it in a commanding position. Even more devastating to the competition is the 
PlayStation brand, which is now synonymous with videogaming worldwide. But there are 
chinks in the armour. Though developers now seem happier programming for the PS2, the 
notion that the machine is hard to work for has stuck. Triple-A titles have been thin on the 
ground, too, with the Xbox launch line-up, in particular, proving a bad omen for Sony. 

Though the PlayStation brand will continue to dominate over the next two years, its Ы 
strength is sure to be more in question by 2004. E 


Six of the best 


TimeSplitters2 

The original TimeSpiitters is still one of the better 
multiplayer games around, but it was unjustly criticised 
for its lack of a deep and rewarding singleplayer 
experience. Although the emphasis will still be on 
multiplayer mayhem, a mission structure is being built 
into the sequel. This will include interaction with 
characters in the game world and objectives to 
incentivise the player. The hand drawn animation is 
magnificent and all the weapons are suitably ‘beefy’ 
A very good prospect. 


Stuntman 

Definitely one of those ‘why did no one think of it 
before?' concepts. Stuntman asks the player to drive 
vehicles in six consecutive Hollywood movies, from 
gangster flicks to a Honk Kong-based Bollywood epic. 
The stunts can be performed over and over again, 
allowing the player to perfect their technique and make 
the sequence as dramatic as possible. Reflections (of 
Destruction Derby and Driver fame) have a good track 
record and this will be a formidable summer release 


Dead to Rights 

Thirdperson action titles have traditionally failed to 
impress due to clunky controls and absent minded 
cameras. It is an issue that Namco's US team are 
assiduously tackling to make Dead to Rights the most 
fluid and user-friendly espionage title to date. Key 
manoeuvres will include a disarm command and the 
ability to slow down time while shooting and diving for 
cover. Hopefully the enemy Al will keep everything tense 
and challenging. 


Final Fantasy XI 

Falling somewhere between EverQuest and Phantasy 
Star Online, Square's latest Final Fantasy game is 
already looking sumptuous. There is still scant 
information about the ultimate quest (or if there actually is 
one). Nevertheless, having the ability to form alliances, 
fight super-deformed creatures and raise Chocobos 
should provide many hours of sociable entertainment 
Unfortunately it may just be too full of Final Fantasy 
enthusiasts for the tastes of many. 


Virtua Fighter 4 

Already thrilling arcade fans in Japan, Virtua Fighter 4 is 
set to take on Soul Calibur 2, Tekken 4 and 

Dead or Alive 4 in a head-to-head contest next year. In 
reality the series has always relied on an intricate 
block/counter-attack dynamic to set it apart from the 
more bombastic competition. Yu Suzuki is also ensuring 
that it will impress in the graphical department. Don't 
expect a radical departure from previous versions, but 
do expect a masterful conversion. 


Auto Modellista 

Exclusively previewed this issue, Auto Modellista is a 
truly mouthwatering prospect. Like any graphical 
technique, cel-shading can be used to good or bad 
effect. Fortunately, current evidence shows a high 
degree of artistry and refinement in the visual 
department, with the technique also being applied to 
lighting and blurring effects. The game will also take 
advantage of online options, giving players the chance to 
search for opponents, chat and swap components. 
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Total control 


he computer community would have it 

as a wolf in sheep's clothing, and a 

look inside the black box reveals the 
component structure of the console to be 
almost identical to that of a desktop machine. 
But while obsessively spec-happy fansites 
across the Web have been quick to decry 
Microsoft's entry into the console market as just 
an underspecced PC, they're somewhat 
missing the point. One of the box's greatest 
strengths is that PC programmers can finally 
work towards constant system specs, rather 
than optimising a game for a speculative 
minimum. The other is that games, in theory at 
least, should be free of the crash/patch cycle 
that's symptomatic of developing for a 
constantly evolving system. 

So, while the Xbox's 733Mhz Intel 
processor, a direct descendent of x086 
architecture never designed for videogaming, 
relies on brute force over elegant construction, 
it's the graphics chip that shines. A proprietary 
version of nVidia's GeForce 3, it provides display 
capabilities that, on technical facility alone, 
exceed those of its competitors. While many of 
the launch titles aren't visually overwhelming, 
Dead or Alive 3 seems to sum up the box's 
strong points perfectly; beauty and power. 


It's definitely fat, and it's very, very ugly, but that doesn't 


of the three next-generation ‹ 


firm and 


re the ar ymfort 


responsive, ¢ 
is somewhat dependent on the s 
hands. The face buttons, 
derided, and rightfully so 


niversally 


d ever 


ful at times, their shape and placement defies 


pa 


rational explanation 
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There's little subtlety to the casing, with a 
plastic exterior that feels solid but looks cheap, 
and a giant green branding ‘jewel’ (Microsoft's 
quotes, not Edge's) on the roof that does little 
to enhance its appearance. And of course it's 
big, or at least it is if you put it next to a 
Dreamcast or GameCube. But, importantly, 
it’s actually smaller than a VCR, and less 
ostentatious than anecdotal evidence would 
have you believe. It doesn't look out of place in 
front of a TV, or, significantly, on top of a DVD 
player or cable box. 

The presence of four controller ports (and 
9ft controller cords, as Microsoft's initial press 
releases were at pains to point out) is welcome, 
and the network port allows multi-console 
gaming as well as providing access to 
broadband connectivity. That comes with the 
purchase of an as-yet-unavailable broadband 
adaptor (although the tech-savvy will be able to 
use home networking to connect their Xboxes 
to each other via their PCs). The machine's 
ability to play DVDs also stands as another 
optional extra, and perhaps a reasonably 
cheeky one in the face of the base unit's hefty 
$299 pricetag. 

Software support at launch was strong, 
something of a surprise in the face of a 
development community that initially seemed 
reticent to get onboard unproven hardware. 
Strong sales in the US and a good reception for 
the first wave of titles should see a little less 
commitment caution, and Xbox is also likely to 
become the homebrew console of choice, with 
a port of arcade emulator MAME already 
existing for the machine some months before it 
was released. Sites like xboxgw.com (creators 
of a viable online service for the box, initially, 
ironically, via Linux) and xboxhacker.net (devoted 
to Xbox system modifications) can only be 
symptomatic of a community who already 
seem to have the larger aim of reverse 
engineering the console back into a PC. 


Significant events: 


San Jose, Jay Allard confirms the console for an 

autumn 2001 launch, showing Edge a selection of 
graphics demos, illustrating the power of a 
prototype of the machine. He also announc: 


Microsoft's intentions to make Xbox "the platform 
of choice for the best and most creative game 
developers in the world". Those same developers 
begin their creativity right away, with one 
announcing of the machine's hard drive, "Why do I 


think it's in there? Because Xbox uses Windows. 
Without it, it'll fall over." 


Microsoft pulls out all the stops and hire WWF 
superstar The Rock to show off the finished Xbox 
aesthetics at the CES in Las Vegas. They also 
demonstrate two exclusive games, one of which is 
Oddworld Inhabitant's Munch's Oddysee; the other 
is the not-so-exclusive Malice. The design of the 
console itself meets with relative approval, although 


some expi reservations over the box's size. The 


controller comes in for more criticism though, with 
Edge г 
pudding" with "PC-style over-complication" 


ing Microsoft of "over-egging the 


The console is presented to the Japanese public 
for the first time at the Tokyo Game Show, to a 
mixed reception. The size of the machine amuses 
many but impresses few, and the smaller joypad 


appears more comfortable, but the tortuous video 


wall explanation of its creation (inspired, apparently, 
by Japanese history) is cringe-worthy. Bill Gates 
makes a keynote speech and announces Panzer 
Dragoon, Jet Set Radio Future, and Dead Or Alive 
3, but the real talking point is in the cafeteria, where 
images of the Microsoft supremo holding a burger 
and an Xbox controller serve as placemats 


The first real head-to-head clash between 
Microsoft and Nintendo, and Microsoft comes 
away badly bruised. A shambolic press 
conference, with amateurish presentation and 
badly behaved video, appears to illustrate a lack of 
preparation on the part of the Seattle giant, and in 
the light of the GameCube 
appears all too serious, its austere desktop. 
branding running throughout its displays. The most 
serious problem, though, comes with its ‘killer app’ 


olour Microsoft 


Halo shows little indication of its brilliance, exuding 
mediocrity and serious frame-rate problems. 


In a trip postponed and reworked following the 
September 11th tragedies, Microsoft flies select 
members of the press to a clifftop mansion 
overlooking the Cóte d'Azur. As Edge report, it's an 
extravagant gesture “befitting the arriviste nature of 
the console”, but perhaps most importantly it gives 
the assembled journalists the chance to play many 
of the games for the first time. Reactions are 
favourable, with Jet Set Radio Future, Halo, Dead 
Or Alive 3 and GunValkyrie standing out for 
particular attention 


Microsoft hits its deadline; queues wound around 
the stores, and Times Square counted down; 
retailers issued press releases confirming a sell-out 
Success; and the world's press reprinted pictures 
of Bill Gates living it up with Edward Glucksman, 
the first lucky punter to receive one. Non-PR-spun 
sales figures are still unclear, but while most reports 
have the GameCube as outselling the Xbox, both 
machines performed well enough for the 
commercial conflict to be far from over. 
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Peripherals 


Memory card Broadband adaptor 


Th: 


th 


| | mean players can 
easily move save 


d games from one 


connected to the Net may find а 


\ ne has | 
feeling like they're buying their Xbox in. 


machine to another. cheaper solution in home networking. instalments. 


Getting hold of an Xbox 


While pre-orders were available in bundles only — both Toys R Us and 
Electronics Boutique based retail packages around advice from Microsoft — 
many shops took to selling the unit alone on launch day, for $299, UK 
consumers saw the demands of the pricier import shops peak, predictably, 
just after launch at around £800. eBay bids fluctuated too, with post-launch 
panic and memories of the PlayStation2 launch shortage pushing the 

price of many units astronomically high. 


The games of 2002 


Still, for those who managed to avoid immediate temptation, current online auctions are 
providing opportunities to buy the base unit at under £300, and the strong value of the 
pound against the Canadian dollar is making Canadian exporters the canny importer's 
weapon of choice, The only worry comes from regional differences: some may cite the 
Xbox's lack of hardware region protection as a reason to buy from abroad, but the 
software region coding — nominally optional for publishers, but which will presumably 
prove to be commonplace ~ may prove trickier to hack than if it were hardwired. 


systems to go with their next-gen 
consoles will find the cable compulsory. 


Industryopinion 


The GameCube controllers are heavenly, the PS2 controllers are fine, but the Xbox controllers 
- they look like cheap toy spaceships and feel – well, shit (lumpy shit at that). The only 
controllers | can remember disliking more are the angled western Saturn one and the Jaguar 
one. But looks and feel aren't as important as association and product. Microsoft — | don't 
know. | can't think of a time when Xbox would ever have appealed to me in preference to PS2 
or GameCube. There are plenty of players who want to associate with the cool and 
contemporary — and that's Sony — and there are the younger at heart (and those who control 
them) after something safe and fun for all the family — and that's Nintendo. 

Gary Penn, product architect, Denki 


Halo didn't blow me away initally. It opens like a PC title. But in a short space of time | was 
utterly captivated. Is it a ‘killer app’? It could be, but commercially, it's still a nerdy PC-boys- 
only type game. Will it attract players who've grown up with PlayStation? l'm not sure. And will 
it attract hardcore PC FPS players? Again, I’m not sure, they'll all wait for the PC version, and 
drone on about how much more powerful their own hybrid PC's are over the Xbox. 

The machine's a superb DVD player also, much better than the £500 Sony player I've 
already got. Will it be a success? I think so. They're in the business for the long haul. They will 
sell to early adopters and home cinema nuts, but for gamers, it comes down to the titles. The 
launch line-up just didn't impress me. Many titles felt unfinished and lacking polish, or like PC 
games. It's worth it for Halo, but what do | know? | bought a ЗОО, a Jaguar and a Lynx. 

Alex Ward, creative manager, Criterion Games 


The Xbox vertex shaders aren't as flexible as the vector units on the PS2, but they can handle 
everything I've wanted so far, and are much easier to write than PS2 VU code. This gives Xbox 
developers a chance to avoid doing work, but also means that when you're trying to push the 
machine, you have time to go further — writing more different shaders and trying out lots of 
techniques, rather than having to waste time writing things like polygon clip functions. Where 
the Xbox really shines, though, is in the per-pixel programmability. It opens up all sorts of 
possibilities that just weren't practical before. Some Xbox games use full-screen antialiasing, 
while others (such as Project Gotham) do not. It is interesting that what the Xbox describes as 
‘not antialiased’ is the same thing as what PS2 games call their ‘antialiased mode’. People are 
saying that Xbox is just a PC in a box, but this really isn't true. There is a lot of room to treat it 
like a console, bypass the DirectX libraries, go direct to the hardware, and wring a load of extra 
performance out of it. | doubt you'll ever see something like DOAS running on Windows. 
Shawn Hargreaves, lead programmer, Climax 


Xbox must be taken seriously. We've been seriously impressed by what we've seen of both 
the machine and the people so far. Unusually, their first-generation games are outstanding, 
which hasn't historically been the case with comparable platforms. Imagine what the second- 
generation games are going to be like? Now that's a mouthwatering prospect. 

Joe McDonagh, designer, Elixir 


Conclusion 


If the Xbox were a character in a generic 2D fighter, it'd be the strong, fat, ugly one. Initially 
uncomfortable, it's let down somewhat by the overdesigned controller, but the quality and 
range of software looks set to more than compensate for that. In Halo Microsoft has a game 
that's worth the price of the system itself, and the fact that it's so eager to prove itself a 
worthy competitor in the console market can only bode well for the future. 


Six of the best 


Jet Set Radio Future 

Jet Set Radio was stunning, and Future's looking even 
better. Allowing its players the freedom to glide around 
Tokyo, spraying it cool and partaking in miniature anime 
rebellion, it was the game that brought cel-shading to 
the attention of gamers everywhere. While sales on the 
Dreamcast were poor (something that could be ascribed 
to a lack of marketing spend, or just consumer apathy 
for inline skating misdemeanours), Jet Set Radio Future's 
presence on the Xbox isn't about money. It's about style. 


Panzer Dragoon 

If JSRF gives the Xbox a subtle sheen of cool, then the 
presence of the Panzer Dragoon franchise gives it kudos 
amongst the hardcore. While no details have been 
released about the Xbox version, the mere whisper of its 
name was enough to make the Tokyo Game Show take 
the Microsoft machine a little more seriously. If nothing 
else, it'll serve to inflate eBay Panzer Dragoon Saga 
prices even further. 


Elite 4 

It's not, as far as Edge is aware, an Xbox exclusive, but 
the likelihood that it'll require a hard disk makes Xbox 
conceivably the sole console recipient of Frontier 
Developments' next work. It's playing it coy, as is their 
Style, but even disregarding rumours of online play and 
persistent worlds, Elite 4 could be enough to woo 
thousands of people captured by earlier iterations of Bell 
and Braben's universe. 


Galleon 

An early visit to Confounding Factor left Edge impressed 
by the freedom within Сага world, but its appearance 
at X01 was dismal and wracked with frame-rate issues. 
But appearances at shows can be deceptive – see 
Halo's reception at this year's ЕЗ — and there's still much 
anticipation for Galleon, albeit predominantly based on 
Gard's tomb raiding past 


Bounty Hunter 

The darker of the two blends of firstperson shooting and 
Space shooting previewed in E101 (the other being Point 
Blank's Falcone: Enter the Maelstrom), Bounty Hunter's 
smooth transition between flying and running is one 
strong selling point. If it can build on Halo's understated 
use of vehicle combat and multiplayer possibilities, it 
could prove unmissable. 


Wreckless 

A bombastic series of mission-based challenges in 
downtown Tokyo, Wreckless is Midtown Madness 
designed by histrionic anime fans. While Project Gotham 
shies away from destruction and forces the player to 
concentrate on the art of driving, Wreckless — or Double 
S.TEA.L., to use its eastern title – takes an approach 
that's more СТА than GT3: get the job done however 
you can. Gaming folklore says exclusive driving games 
are important to mainstream success, and Microsoft will 
hope Wreckless persuades those with a penchant for 
petrol-based destruction to head towards its machine 
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GameCube 


aving fun is a serious business for 
Nintendo, and any hardware launch 

from the Mario co. cannot be ignored. 
GameCube's Japanese debut was quiet, and 
marred by the fact that the majority of buyers 
were taking the machine and just a single game 
home with them. Fortunately, the US launch was 
amuch more frenzied affair, accompanied by 
the usual PR blitz. Nintendo claims that it was 
the fastest-selling of the three next-gen 
machines, and has hailed Luigi’s Mansion as 
the biggest-selling launch title in history, beating 
Super Mario 64. According to Nintendo's 
figures, it shifted $100 million worth of 
GameCube merchandise on the first day, and 
ad ns КОРР Sold over half a million units in the first week. 

ipoble of So far, so good... 

The trouble with ‘opening week’ figures is 
that practically every new system can be relied 
upon to sell out. There are enough early 
adopters and Nintendo fan-boys to soak up the 
first shipments — especially in the busy pre- 
Thanksgiving/Christmas periods. It remains to 
be seen whether GameCube will be able to 
compete against PS2's greater installed base, 
where you're convincing gamers to buy into a 
second system, and against Xbox, which has 
demonstrably greater power and a broader 
range of titles. 

Of course, for UK gamers unwilling to swell 
the coffers of importers, the real test will be not 


Build quality 


ported around the 
House or neighbourhood. 
immediate feeling is of 


of the expansion ports. 


The purple ir scheme of the first 


much mota busir 


Total control 


Nintendo's controller design is now seen as integral and 
important a part of the system as the architecture itself 
But whereas the SNES pad introduced shoulder 
buttons, and the N64 pad introduced an analogue stick, 
the GameCube controller is more evolution than 
revolution. The major innovation is a separate camera 
Stick, replacing the yellow C buttons of the N64, and 
progressive, analogue shoulder buttons. But while the 
pad is clearly very good, there are some niggles with the 
placement of the Z trigger and the overall size, which is 
just a shade too small for occidental hands 
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how the machine does in Europe, but when. So 
far, Nintendo has been annoyingly tight-lipped 
about its appearance in PAL territories, leading 
to rumours of a September 2002 launch. Edge 
Spoke to Nintendo's PR company who had 
neither a launch date, nor any idea when such a 
date might be forthcoming. Logic suggests it'll 
be some time around Easter, but in this 
instance, no news feels very much like bad 
news. And, in the meantime, the PS2 and Xbox 
campaigns gather momentum. 

GameCube's main limitation is well 
documented - and fairly obvious. For Edge, the 
lack of DVD playback is a non-issue: it's a 
games machine, pure and simple. But for the 
massmarket, vaguely looking for a does-it-all 
multimedia machine, this could perhaps be a 
deciding factor when the three games systems 
are sitting side-by-side on Dixons' shelves. You 
can just picture the acned assistant brushing 
GameCube to one side, with a dismissive, 

"... but this one doesn't play DVDs." 

Because of its diminutive style, GameCube 
is often referred to as 'cute', and it's easy to 
confuse size with power. On paper, the tech 
Specs sound reasonable enough, but it's what 
developers are able to draw from the hardware 
that counts, and on this basis, GameCube 
seems to have all bases covered. 

The five major releases – Luigi, Wave Race, 
Monkey Ball, Pikmin and Rogue Leader – all 
highlight GameCube's various abilities: glowing 
transparent ghosts, realistic water, flawless 
texture mapping, asset management and sheer 
polygon-shifting grunt. On paper, GameCube is 
quoted as being capable of rendering some 12 
million polygons per second - a poor figure 
compared to PS2's 66 million and Xbox's 116 
million. But Nintendo's specs err on the low side 
(unlike its competitors’), and its hardware 
features multipass rendering and lighting effects 
with little or no CPU overhead, so while 
GameCube may not shift as many polys as the 
PS2, they certainly look nicer. 

And, of course, it's not how big your 
numbers are, but what you do with them; in 
terms of its graphical and audio ability, 
Edge has no real complaints so far. 


Significant events: 


Autumn 1998 

Minoru Arakawa partakes in an 
interview with Japanese financial 
newspaper, Nihon Keizai Shimbun, 
during which he says that Nintendo is 
working on a next-generation system, 
codenamed ‘N2000’, expected in 
2000 or 2001. When questioned 
about the storage medium, Arakawa 
admits that they are looking at all 
formats, including DVD, and that 
they will most likely forego expensive 
ROM cartridges. 


May 1999 

At a press conference at E3, Howard 
Lincoln provides the first concrete 
details on ‘Project Dolphin’, Lincoln 
claims that Dolphin will be the equal 
of anything Sony can produce but 
that it will have a mass-market 
pricetag. Nintendo also announces its 
partnerships with Matsushita and IBM 
which are developing the system's 
disk drive and CPU technology. 
Launch date: Autumn 2000. 


You can picture the acned assistant brushing May 1999 


Later that month, Nintendo 

announces that US-based chip 
GameCube to one side, with a dismissive, designer Ал is architecting the 

graphics chipset for Project Dolphin, 

and it will be mass produced by NEC 
66 i з 73 at a custom-built plant in Japan. 

... but this one doesn't play DVDs аиа 

сага manufacturer ATI. 


October 1999 

Game Boy Advance is officially 
announced, along with promise of 
interconnectivity between GBA and 
GameCube. 


August 2000 

The final specs and case designs of 
GBA and GameCube are unveiled at 
Spaceworld 2000. The GBA launch is 
scheduled for March 21, 2001, while 
GameCube is due to arrive in July 
2001 with five titles; the US launch 
will follow in October 2001. 


August 2001 
Nintendo raises eyebrows and 
expectations in equal measure with 
its all-too-brief previews of Mario 
Sunshine and GameCube Zelda 
Disgusted at its new cel-shaded 
appearance, Americans instantly 
begin petitioning Nintendo to create a 
‘ ‘mature’ Zelda. The online petition 
currently has over 9,400 signatures. 


September 2001 
GameCube finally goes on sale in 
Japan, with just three launch titles — 
almost a year late, and two games 
short, The Japanese response is 
decidedly muted, with little early- 
morning queueing, and gamers 
buying software in paltry numbers, 
often at the ratio of one game per 
machine. Thankfully, the US launch 
two months later is a much more 
positive affair. 
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Memory Card 59 


‘alternative is the SD Digicard adaptor 
which accepts Panasonic's SD flash 


Peripherals 


Broadband/Modem adaptor 


years in Japan, latterly with the Наст 


Nintendo has Bucoseded where the 


Game Boy Advance 


ts ihirdparly 
supporters to make the most of this 


cards. These provide anything from 32 system (in conjunction with the N64 and majority of thirdparty peripheral opportunity, both to extend the 
to 128Mb of storage, and open up other DD combo) which provided various manufacturers have failed we'll have to videogaming experience, and also to 
avenues for audio and graphics, beyond multiplayer gaming and community see when it eventually hits the high cash in on GBA owners’ built-in 
mere game saves, services, plus email and web surfing. Street some time in 2002. allegiance towards GameCube. 

Getting hold of a GameCube 

Grey importers in the UK are pretty much unanimous in their offers: basically, you'll get Foreign importers such as Lik-Sang If you're visiting the US, at the moment you might 

a modified US or Japanese machine (complete with external switch to toggle between (wwwlik-sang.com) are offering have problems picking up a machine as they're 

US and Japanese standards), plus a game for around £399. Typical GameCube titles Switchable consoles for £208 (though selling out fast. There aren't many bundle deals 

р P | 9 ` yp prices seem to vary daily). Currently, a available, presumably because the machine is 
cost between £57 and £69 (depending on popularity) and additional joypads are £35 console, extra controller and memory selling well, and there's only a limited launch library. 
apiece, (And if you intend playing both US and Japanese games, you'll also need two card will set you back £365. The fast A machine will cost you the retail price of $199.95 


memory cards, one formatted for each territory.) 


Games of 2002 


courier service costs £48 and then you 
need to add on the dreaded import 
duty and VAT. 


(£140), with joypads $34.95 (£25), S-Video and 
stereo AV cables at $15.95 each (£11), and a 
component video cable at $29.95 (£21). 
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Industryopinion 


From its initial performance in the USA, it seems that having a point of difference in your 
product is what really matters. The console is designed to appeal to a younger audience and 
therefore seems to be able to define itself in the market place a little easier. For a gamer to 
choose between PS2 and Xbox it's likely to come down to small points of difference, whereas 
with GameCube | think you either want it or you don't. 

But therein lies Nintendo's biggest obstacle for true international domination. The growth 
in adult-orientated gaming has enabled Sony to sprint away from the competition and it'll take 
some seriously groundbreaking titles on rival formats for it not to dominate this market again. 
For GameCube to be a true long-term success, | believe it must wholly embrace the adult 
market without jeopardising its own (albeit massive) niche with titles like Mario and Pokémon. 
Glen O'Connell, communications director, Rage 


While statistically it may not quite match up on paper, you can see from the visual quality of 
the software that the GameCube has more than enough horsepower to compete at the 
highest level, and with Nintendo's peerless IP's you have to expect a certain level of success. 
But following a lacklustre launch on home soil and more rumours of serious PAL delays, the 
big 'N' has a potentially shaky time ahead of it next year, particularly if key titles start slipping. 
Ed Bartlett, lead game designer, The Bitmap Brothers 


From a development perspective the GameCube is unusual in that you program at quite a 
high level. The software libraries keep you well away from the hardware, and we hope this 
high level of abstraction won't compromise performance too much. However it should make 
prototyping of games easier and quicker, and allow developers to spend more man-months 
on gameplay issues than technology issues. 

What has impressed me most so far is some of the tricks the initial software is getting up 
to. For example, the ghosts in Luigi’s Mansion are stunning: they really look like shimmering 
transparent ghosts. This of course is just as much attributable to the developer's imagination 
as much as the power of the hardware — but I think this is the challenge of making games for 
the GameCube - developers must put 'creativity' before 'performance'. 

Chris Gibbs, managing director, ATD 


The underperformance - in Europe, at least — of the N64 ensured that Nintendo's next 
hardware would have to be pretty special in order to make up ground lost to Sony. There 
were huge expectations, and Nintendo really delivered: GameCube is a staggering 
achievement. The launch titles are strong, the controller is a triumph of design and 
aesthetically the GameCube just looks fun. Nintendo is bringing games full-circle, pulling the 
industry back from its often exaggerated seriousness. And that can only be a good thing. 
Charles Cecil, managing director, Revolution 


Conclusion 


After the rather lacklustre Japanese showing and the limited range of launch titles, 
sentiments were mixed; it certainly didn't feel like the opening gambit of a major player. 
But, the success of GameCube in the US, and the growing list of thirdparty support, seems 
to suggest that the future is indeed looking rosy for Nintendo's next-gen system. 

Only Nintendo's apparent disinterest with PAL territories casts a pall over the 
proceedings. If GameCube follows in the footsteps of N64 – delayed launch, postponed 
software, poor PAL conversions, lack of marketing spend - then GameCube could  , 


end up a very poor third in that small island off the coast of Africa they call ‘Europe’. ~~ а 


Six of the best 


Mario Sunshine 

Notably absent from the launch line-up, Mario remains 
Nintendo's trump card for the middle of 2002. Details are 
scant, save for the fact that the plumber's usual jumping 
dynamic is present, and he's equipped with some sort of 
crystalline backpack. The early demo at Spaceworld 
didn't show enough to be impressive, but Mario is the 
jewel in Nintendo's crown: expectations remain high. 


Soul Calibur 2 

The original Dreamcast version still impresses, and the 
thought of a graphically superior sequel – on a Nintendo 
system, of all things – is quite mouthwatering. Having 
said that, it's also destined for PS2 and Xbox as well... 


Biohazard 

The original Biohazard is en route to GameCube with 
massively updated graphics and a more expansive 
gameworld. Admittedly, the game has been seen and 
played by many people over the course of its lifespan, 
but like a Special Edition director's cut DVD, the option 
of discovering new material and savouring the fresh 
visuals is strong. It also opens the door for more 
maturely-themed titles on GameCube. 


Metroid Prime 

Now the sole project at ailing US codeshop Retro 
Studios, Metroid Prime has been the centre of rumour 
and controversy since its announcement in March of 
1999. The continuing saga of Samus Aran against the 
Metroids suffered its greatest embarrassment when 
Shigeru Miyamoto declined to demo the game at 
Spaceworld 2001 due to problems with its control 
system. While no real details have been aired — including 
whether its a first or thirdperson game — hopes are still 
high that Retro, under the guidance of Miyamoto-san, 
will deliver. 


Star Fox Adventures: Dinosaur Planet 
Rare's epic N64 title was on course for a 2001 release, 
when the decision was taken to move it over to 
GameCube. Since then, the adventure game has been 
given a makeover and the major elements altered to fit in 
with the Star Fox universe. Although the game's heritage 
is still evident in the construction of the gameworld, its 
graphical styling is quite splendid. If Rare can sort out 
some of the frame-rate problems of early demos – and 
not steal too many ideas from Zelda — it could have a 
winner on its hands. 


Kirby's Tilt ‘n’ Tumble 

Nintendo's first real evidence of the GBA-NGC link-up is 
this Kirby game in the vein of Super Monkey Ball. The 
GBA cartridge contains a tilt mechanism enabling you to 
control Kirby's actions onscreen (though surely the tilting 
screen will mean you can't actually see anything). When 
used as a GameCube controller in conjunction with the 
NGC Kirby game, Kirby is presented in all his 128bit 
glory, and when he falls off a platform he ‘falls’ onto the 
GBA screen where play continues. 
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Tech-specs 


CPU: Emotion Engine, 128bit, 294.912Mhz 

Graphics processor: Graphics Synthesizer, 147.456Mhz 

Other processors: Input Output Processor (IOP), Signal 
Processing Unit (SPU) 

Main RAM: 32Mb RAM 

Memory bandwidth: 3.2Gb/sec 

Graphics RAM: 4Mb embedded on GS 

Theoretical performance: 66m polygons/second 

Estimated real performance: 20m polygons/second 

Graphics functions: Built in trilinear mipmapping, single-pass 
antialiasing, zero cost alpha blending/texture modulation/per pixel 
fogging. Full screen and multipass antialiasing supported via 
sample code. T&L engine is completely programmable — 
programmers are encouraged to directly address the hardware 
rather than a software abstraction. 

Sound RAM: 2Mb embedded on SPU 

Audio performance: 48 channels, 0-48Khz, Dolby Digital 5.1 
Storage: 4x4.7Gb DVD, 8Mb memory cards, optional hard disk 
(capacity unknown), potential for iLink and USB storage devices 
Input/Output: Two game controller ports, two USB ports, iLink, 
AC-in, AV Multi-out, Digital Out 

Networking: Slot for optional broadband modem, optional USB 
model from thirdparties 

Notes: European and US models are built with a mixture of 0.25 
and 0.18micron technology, and also differ from Japanese models 
by having embedded sound RAM and a built-in slot for hard 
drive/broadband instead of a POMCIA slot. 


aturally, it's difficult to get excited about PlayStation2 

when two other new consoles have just launched. 

But there's no getting away from the fact that the 
first 18 months of its existence has been tinged with 
disappointment. (It's a factor brought into stark relief by Xbox's 
launch line-up which includes the exalted Halo). There have 
simply been too few AAA titles to warrant a ringing 
endorsement of Sony's next-generation console. 

But that's the heart of a gamer talking. In terms of 

mainstream penetration, Sony has done its job with 
painstaking efficiency. A 20 million global installed base and 
counting tells its own story. The real test, though, is not 
shifting units to the masses now, but ensuring that the hearts 
and minds of hardened gamers are not enticed over to 
Microsoft and Nintendo later. On a positive note, veteran 
thirdparty publishers, such as Konami, Sega and Capcom 
are coming through with quality titles. The year 2002 will 
surely be a tremendous one for Sony, let's just hope a 
10/10 title is imminent. b i 


Edge verdict 


Sony's influence is all pervasive; the PS2 is eminently 


the machine to buy if you want the 'safe' option. 
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Xbox С 


Тесһ-ѕресѕ 


CPU: 733MHz Intel 32bit CPU 

Graphics processor: 300MHz Nvidia IGPU 
Other processors: 200MHz Nvidia MCPX 

Main RAM: 64Mb unified memory 

Memory bandwidth: 6.4Gb/sec 

Graphics RAM: none (64Mb unified RAM) 
Theoretical performance: 150m polygons/second 
Estimated real performance; 50m polygons/second 
Graphics functions: Hardware transform 

and lighting, full-screen antialiasing, variety 

of 3D effects, four simultaneous textures, 
texture compression 

Sound RAM: none (64Mb unified RAM) 

Audio performance: 256 2D channels, 

64 3D channels, hardware 3D effects 

Storage: 5x 4.7Gb DVD, 8Gb hard drive, 

8Mb memory card 

Input/Output: Four game controller ports, 
expansion port, proprietary A/V port 
Networking: 10/100Mbps ethernet 

broadband enabled, optional 

56Kbps modem 

Notes: The Nvidia iGPU frees the CPU from the 
bulk of the 3D processing. Sound is handled by 
the MCPX. The hard disk is designed primarily 
as a 'scratch pad' to extend main memory 
rather than for longterm game installation. 


K publishers are treating Xbox cautiously, 

believing the entry price of £299 may prove too 

high to build a significant immediate user base. 
But the rumoured September release of the GameCube 
has to work in Microsoft's favour, and much of the success 
will depend on how easily a recession-hit public accept the 
snowstorm of hype that will inevitably surround the March 
14 release. Either way, the machine's positive start in the 
US, in terms of both sell-through rate and reception from 
developers, is sure to influence international support. 

In Japan there's something of a culture barrier to 
overcome and while games like Dead Or Alive 3 and Jet Set 
Radio Future will undoubtedly go some way towards 
persuading the Japanese public of Microsoft's serious intent, 
the twin brands of Nintendo and PlayStation are formidable 
opponents. Microsoft's biggest weapon is the exclusive 
franchise, but rumours of Shenmue going multiformat isn't 
going to help its cause, and nor will ports of old Konami / 
franchises, with or without the X suffix. 


Edge verdict 


Mic 


and prosperity. The choice for committed gamers. 


osoft's Death Star has the potential for long life 


Tech-specs 


CPU: IBM PowerPC: Gekko, 128bit, 405MHz 

Graphics processor: Flipper 128bit, 202.5MHz 

Main RAM: 24Mb 

Graphics RAM: 16Mb 

Memory bandwidth: 3.2Gb/sec 

Theoretical performance: 12m polygons/second 

Estimated real performance: 6-12m polygons/second 
Graphics functions: fog, subpixel antialiasing, HW light x8, alpha 
blending, virtual texture design, multi-texture 
mapping/bump/environment mapping, mipmapping, bilinear 
filtering, realtime texture decompression (S3TO), 24bit colour 
Sound RAM: 8Kb instruction RAM + 4Kb ROM, custom 
16bit DSP 

Audio performance: 64 channels, 48KHz 

Storage and media type: 1.5Gb GameCube disk drive, 4Mb 
Digicard flash memory, 64Mb 

SD-Digicard adaptor 

Input/Output: Four controller ports, two Digicard slots, one 
Analog AV output, one Digital AV output, high-speed parallel port 
Networking: 56K modem and broadband ports 

Notes: Not the most powerful machine on offer, 

but several developers think it's genuinely easy 

to work on. Nintendo has focused heavily on graphics 
functions to allow a seemingly surprise-free operating 
System. But only as long as you only want to develop 

games - the system obviously offers little flexibility 

when placed next to its adversaries. 


espite the machine's appearance, the eclectic 

launch line-up and Nintendo's dismal track record in 

Europe, this is the machine we all want. There are 
few dedicated gamers who can ignore the appeal of the 
Nintendo brand and all that it implies. 

The success of GameCube's US launch shows that 
there's still a huge and loyal fanbase for Nintendo. But will it 
enjoy the same luxury in Europe now Sony's machine is at 
£199; now that shelves are bulging with big-name PS2 titles; 
once the all-powerful Xbox has sauntered in and hoovered up 
your remaining cash? But the biggest question is: will Nintendo 
change its attitude towards the European market? The 
hardcore have already turned their back on the UK highstreet, 
choosing instead to pay the price and import. But how long 
before even the most fervent Nintendo supporters tire of the 
lamentable release schedules and /aissez-faire attitude towards 
PAL conversions? 

Edge wants GameCube to succeed. But in this 
part of the world, it's not a surefire thing any more. 


Edge verdict 


Vibrancy and invention; GameCube may be overlooked 
by the masses but will become the family favourite. 


Territorial advantage 


Videogame tastes have always differed from one country to another (although there's really no accounting 
for the popularity of Jet de Go! in Japan). More than ever before distinct battle lines are likely to be drawn 
across each territory during the next console war. With Nintendo disdaining Europe and an American 
heavyweight forcing its way into Japan, market penetration is likely to be very different in each part of the 
world. Here, then, is Edge's assessment of the global picture over the next 12 months. 


With over 7m units already installed, Sony has its feet 
comfortably under the tables of Japanese gamers. But 
there have been discouraging signs: Final Fantasy X, 
inter айа, has failed to shift the expected numbers. The 
PS2 is selling well (36,000 units sold in the week 
beginning November 12th alone) and a muted response 
to the GameCube's launch can't have harmed Sony but 
the latest news suggests that GameCube is gathering 
strength. Massive sales of Pikmin and Smash Brothers 
DX are positive signs, and with Mario Sunshine and 
Zelda on the way it seems likely that Nintendo will come 
a close second to Sony. Xbox may arrive too late for a 
nation known for its passion for miniaturisation. 
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As this month's news report attests (page 6) sales of 
both Xbox and GameCube have been very strong with 
both companies declaring initial victory, at least in terms 
of launch statistics. For American gamers the choice 
between consoles must be the hardest yet. All three 
major players are supporting its systems with large 
advertising campaigns and publicity tours. Nintendo still 
has amazing brand loyalty in the States and Microsoft 
already has its killer app in Halo. But once again, Sony's 
installed base is impressive standing at some 9m units. 
Ultimately the success of each console in the states will 
come down to one simple deciding factor: the strength 
and depth of the software. 


Future perfect 


Snubbed by Nintendo once again, European gamers 
may well have voted with their wallets by the time the 
GameCube is released in 2002. Interest in the Xbox is 
gathering pace and news of Halo's excellence is sure to 
filter through to even the most casual gamer. When 
Microsoft's machine launches in Europe on March 14 it 
will be supported by a huge marketing push and the 
breadth and depth of software to sway early adopters. 
But the price could present a barrier for parents looking 
to upgrade their child's PSone. For them the PS2 and 
the Sony brand is the natural option at a respectable 
£199 price tag. Again, Sony's headstart (nearly 5m units 
installed) is unlikely to be eroded in a hurry. 


There have been some monumental moments in videogaming history: the day Al Alcorn pushed the first Pong machine 
into Andy Capp's Tavern; the Mega Drive/Super Nintendo war which defined the early '90s, Nintendo's decision to drop 
its partnership with Sony in 1991. But the four days spanning November 15 and November 18 2001 thrust videogaming 
into a new era. With Sony's PS2 already in 20 million homes across the world the launch of two new consoles effectively 
kicked off 'next generation' gaming. But while the three mega-corps fight it out for world dominance, humble gamers 
can expect some truly astounding software over the next few years. 

There is no surprise that Edge expects Sony to dominate in every territory during 2003. But the real battle will be 
fought in the mid part of the decade. By 2005 the gaming landscape will be radically different, with online play and a 
broadband infrastructure supporting (hopefully) more richly textured multiplayer experiences. While Sony and Nintendo 
have broadband adaptors on the cards, Microsoft's commitment to online play out of the box sends a confident 
message to consumers, and the opposition. 

Ken Kuturagi has already talked about PlayStation3 and Microsoft's Xbox has the raw power to sustain gamers for 
several years. However, Nintendo's vision is less distinct, relying, as always, on Miyamoto's creativity and continued 
brand loyalty, factors which may not be enough in the face of Sony and Microsoft's onslaught. But Nintendo can never 
be written off; its business model follows different rules to its competitors. Although strong thirdparty support may still 
be an issue, the Game Boy Advance and a Pokémon-style hit can never be ruled out. 

Of course, there can be no forecast about the demise of a videogame console at this stage. This is not the 
place to look for alarmist predictions. But if Edge were to put its reputation on the line... oh, just buy all three. 
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Every issue, Edge evaluates the best, most interesting, 
hyped, innovative or promising games on a scale of ten, 
where five naturally represents the middle value. Edge's 
rating system is fair, progressive and balanced. An 
average game deserves an average mark — not, аз many 
believe, seven out of ten. Broadly speaking, scores 
correspond to the following sentiments: one: disastrous, 
two: appalling, three: severely flawed, four: disappointing, 
five: average, six: competent, seven: distinguished, 
eight: excellent, nine: astounding, ten: revolutionary. 


Edge's PC is an ‘IWiniPC’ Intel 1.7Ghz/1 Gig 
RAM/GeForce 3, kindly provided by iwantitnow.co.uk 


Edge 


This month's unanimous choices... 


Halo: Combat Evolved 

In multiplayer mode Halo lets players kill each other 
using stealth and subtlety. Of course, there's always 
the option of running people over using the Warthog. 


Halo: Combat Evolved 

Storming an occupied Warthog is for those with more 
bravery than brains. But an unpredictable leaping 
mad-man can be more terrifying than any weapon. 


Halo: Combat Evolved 

While the other foolhardy players fight it out face-to- 
face, one Edge staffer picks-off the fools with a sniper 
rifle, Camping? He may as well have a sleeping bag. 


Halo: Combat Evolved 

The tank is a formidable force with both a machine 
gun and powerful shells, But it doesn't stop certain 
players from hoarding them in ridiculous locations. 


Cinematic grandeur 


While compiling the 'Edge Special', Edge had the 
B pleasure of scything through eight years of videogaming, 
re-reading features illustrating fads, watching brief trends 
blossom and die. One, detailed over the course of the earlier 
issues, was the interactive movie; the informal label given to 
the act of splicing together related segments of FMV, providing 
the player with a Y-branching route through them, and calling 
it a videogame. Some fashion. 

But it never really went away, truth be told. Everyone 
wants to be a movie star, and developers have striven since 
vector cabinets to put them in one particular universe. Rogue 
Leader, easily the closest ‘Star Wars’ fans have ever come to 
being inside the 20-year-old trilogy, benefits from that premise 
in terms of sales, but suffers for it as a game. The overbearing 
legacy of the film means missions have heavy expectation 
hanging over them; twisting cables around AT-ATs might look 
like fun in ‘The Empire Strikes Back’, but it doesn't prove so 
exciting in translation. 

Several months ago, Max Payne illustrated the root of 
problem. Film producers have the benefit of hindsight and 
handsomely paid Editors, whereas games have to accept 
players' interaction and generate content on the fly. That 
means you're not living the film, but living the making of the 
film, an entirely different — and much less rewarding — thing. 
Metal Gear Solid 2 circumvents the problem by using lengthy 
sections of non-interactive cinematography to generate its 
story. And that brings us very, very close to the Voyeur/Night 
Trap dynamic of the early '90s: brief moments of player 
interaction punctuated by video tedium. 

But gaming can learn from film; bullet points are easy to 
think up. Realistic dialogue and appropriate delivery is crucial 
if a game involves verbal interaction. Plots, if they're 
necessary, should be as considered as the code that renders 
them. Audio should enhance the experience, not drown it 
out, or constantly remind the player that they're merely 
consuming entertainment. There are many more, but the real 
point is this: while gaming can learn from film, it should stop 
wanting to be film. Only then will it realise its potential to / 
be something more. 
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The passageways connecting the various 
sections of the plant are usually fraught with 
danger (above). Swimming is now possible 
(right) and firstperson shooting, particularly with 
a machine gun, is excellent (but stationary) fun 


Preparation is key. Proper observation of 
your surroundings makes life a lot easier. 
Here, a guard using binoculars at the top 
of a tower is keeping an eye on an 
outdoor section - an easy job for the 
sniper rifle although a well-judged 
tranquiliser dart also works. As in MGS1, 
several approaches are possible when 
dealing with situations - your options are 
normally only limited by your espionage 
skills and, frankly, your intelligence 


Format: PlayStation2 Publisher: Konami Developer: In-house Price: ¥6,800 (£38) 


Release: Out now (Japan), February 2 (UK) 
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or the first 13-odd minutes of MGS2, you 

don't get to use the DualShock2. You 
can zoom in on the cut-scenes by pressing 
R1 and move the camera around with the 
right analogue stick but you have no real 
involvement — you're just a passenger. 

Unsurprisingly, then, Sons of Liberty 
begins as it intends to go on, displaying the 
kind of reliance on cut-scenes that is only 
rivalled — though certainly not beaten — by its 
32bit predecessor. If you didn't enjoy them in 
Metal Gear Solid you're not likely to tolerate 
them here, either, particularly when their 
intrusion appears more determined second 
time around. Yet that doesn't mean you can't 
appreciate their quality – MGS2 offers some 
of the most convincing cinematic sequences 
Seen in a videogame, a reflection of Hideo 
Kojima's undeniable flair for capturing action 
on camera. 
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When the moment eventually comes, the 
action is comfortingly familiar. There are a 
couple of new elements (hanging off ledges, 
looking around corners and evasive 
somersaults, for instance) as well as revised 
aspects (swimming, shooting in firstperson 
mode), but on the whole your character does 
everything MGS7 veterans would expect. 
And a little bit more. As with Halo, the 
attraction is in finding these out yourself and 
in Edge's experience ignoring most of the 
game's hints (the many patronising Codec 
messages from your commanding officer) 
and relying on your intelligence instead 
makes this a significantly better game. 

MGS? is all about detail – from the 
persuasive nature of the game's physical 
modelling (early examples include shooting 
leaves off plants, magazines off racks or 
bottles from behind the bar) to the various in- 
jokes (the Vulcan Raven toy or boxes full of 
ZOE copies lying around the place) or the 
way the team has yet again fully exploited the 
capabilities of the controller (pressure- 
sensitive functionality is the main difference 
here — holding/choking soldiers, speed of 
leaning round a corner, ‘easing off’ the 


trigger, etc) the level of attention that has 
gone into this is staggering. For the most part 
it's as consistent an environment (graphically 
and psychologically) as that of, say, Halo or 
GoldenEye (or indeed, MGS1), and one that 
is supported by an immensely atmospheric 
audio score (both FX and, particularly, music). 

This detail carries through to other areas. 
The developer has clearly really considered 
the dynamic of the gameplay, adding subtle 
Sub-levels of stealth complexity or designing 
the environment to cover all conceivable 
camera angle eventualities so as to make 
navigation through them as painless as 
possible. There are issues — disorientation 
can occur at times from camera shifts and 
control can occasionally feel a little clumsy — 
although anyone playing MGS2 correctly 
shouldn't find these too obstructive. 

And this is crucial. There is little to no 
point trying to rush through this game — you'll 
not only die frequently but also miss out on 
rewards (neutralised guards tend not to 
‘hand out’ items if you're continually 
restarting sections) — you might as well play 
Tetris without bothering to rotate the blocks. 
Edge has long maintained that playing 
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MGS1 requires a different approach to the 
other, longer established genres and, 
expectedly, this is no different. The pace is 
forcibly slowed down and it's as much about 
observation as it is operation – scanning new 
rooms for potential traps and camera 
placements, learning guards' patrols before 
sneaking in, snapping a few necks and 
dragging the corpses out of sight. 

Love them or loathe them, it's about 
cut-scenes, too. It's the overall experience, 
rather than the game's various components, 
that counts. Admittedly, at times MGS2 feels 
as though it would be much happier being a 
film, yet that doesn’t stop it being a 
remarkably rewarding stealth-based 
videogame for the most part. And a 
decidedly distinctive affair to boot. 
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The attention to detail in MGS2 is exceptional - standing on the deck of the tanker during the storm at the 
beginning of the game you can see the rain change direction randomly as it's blown violently by the wind 


Previously in EB6/E88/E93 
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Think you can shoot that thing? 


RP SENSA 


Once upon a time 


Sons Of Liberty begins on a tanker which 
Snake infiltrates in search of the military's 
latest development — Metal Gear Вау. 
Things get complicated and proceed onto 
a sizeable marine decontamination plant 
(which offers a hub-like arrangement) 
where a group of terrorists is holding the 
US president hostage. Then the plot twists 
begin. You can see most of these coming 
hours before they eventually turn up but 
occasionally one catches you off guard. By 
videogame standards, it's gripping stuff. 


Star Wars Rogue Squadron II: Rogue 


Format: GameCube Publisher: LucasArts Developer: Factor 5 Price: $50 (£35) Release: Out now (US) 


ogue Leader has been the beneficiary of 
R an exceptional degree of hype. The 
arrival of a videogame that boasts an 
unprecedented sense of movie-like 
immersion into the 'Star Wars' universe, on 
Nintendo hardware, is coincident with the 
coming of age of America's 'Star Wars' and 
Nintendo generations. It’s based on the 
original trilogy, not the much-maligned 


Frankly, Edge had naively hoped that 
slowdown and crash bugs would be banished 
with the demise of the 32bit era 


FOUND! 
BANTHA HERD 


While there are many moments of 
ingenuity, such as the variation of certain 
missions at different times, it's a shame 
that they don't gel as well as they should 
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prequel, and it's arrived just in time to 
accompany the launch of Nintendo's most 
anticipated piece of hardware. Unsurprisingly, 
the result has been an enthusiastic brouhaha 
characterised by overinflated expectations, 
which makes judging the real merits of the 
game slightly difficult. 

Initial impressions are good. Visually and 
aurally, the game is the most accurate 
interactive recreation of the movies yet. 
Supporting Dolby's Pro Logic Il surround 
Sound, and featuring voice acting by the 
original Wedge, Denis Lawson, as well as 
dialogue excerpts culled from the film, Factor 
5 have taken considerable effort to ensure 
that the sound is accurate down to the 
minutiae of every last TIE Fighter wail. 

The beautifully rendered environments 
are translated from celluloid with few, if any, 
imperfections, and the ten core missions 
position players firmly in some of the movie's 
most portentous moments; the Battle of 
Endor, the Death Star trench run above 
Yavin, and of course, the Rebel flight from 
Hoth. They also put players in the cockpits of 
a wide array of starfighters from the Bespin 
Cloud Car and Millennium Falcon to the more 
familiar X-Wing and Y-Wing. 

However, this jaw-dropping evocation of 
Force-inspired heroics masks some fairly 
serious flaws. Apart from the authenticity of 
the experience, the game offers very little to 
distinguish itself from predecessors such as 
the original Rogue Squadron, and the recent 
Star Fighter. What's worse, the delicately 
balanced learning curve to be found in the 
likes of TIE Fighter has been completely 
thrown out. The convoluted structure of most 
missions and an arbitrary difficulty level 
contribute to a piecemeal pacing, which 
actually interrupts the glorious sense of 
immersion achieved by first rate graphics and 


Rogue Leader is visually breathtaking throughout, owing to some beautiful shadowing effects, but at what 
cost? During certain moments, too much detail results in a juddering framerate, which is just unforgivable 


superlative sound effects. And frankly, Edge 
had naively hoped that slowdown and crash 
bugs would be banished with the demise of 
the 32bit era. 

Most missions are composed of 
successive objectives that are narrowly 
defined, limiting the player's self-expression; 
protecting NPC craft without any damage 
indicators and dodging kamikaze TIEs proves 
frustrating and limiting in practice. An added 
layer of convolution is provided by the 
inclusion of rudimentary wingmen, and the 
single flaw in the design of the GameCube 
controller; the Z-trigger simply proves almost 
unusable to roll your craft if your hands are of 
any size approaching average. 

Finally, there is the targeting computer. 
While a nice idea, it too proves unworkable 
during gameplay. Key mission objectives are 
highlighted when you pull up the computer, 
guiding you towards your goal, but should 


you be using the far more satisfactory 
thirdperson view, the targeting computer 
requires a jolting leap into the in-cockpit 
firstperson view. It also encourages rote 
learning since its use is proscribed if you 
want to win the high scores that unlock 
hidden extras. 

It certainly isn't the fault of Factor 5 that 
expectations should be so high for Rogue 
Leader and given the constraints of a short 
development cycle in order to meet the US 
hardware launch date, the developer can 
hardly be blamed for resurrecting the game 
mechanics of its previous titles. Nevertheless, 
it is disappointing to find that the game is 
merely distinguished — and then only because 
the licence provides some compensation for 
a handful of technical flaws and a 
number of sloppy game mechanics. 


Edge rating: Seven ou 


Previously in E10: 


The range of environments is satisfyingly 
diverse, from the icy wastes of Hoth to the cloud 
cityscape of Bespin, and a few areas in between 


Rebel secrets 


As with Factor 5's previous 'Star Wars' titles, 
Rogue Leader conceals an abundance of 
hidden extras. Additional craft can be 
liberated during missions, power-ups are 
scattered throughout environments, and high 
Scores are rewarded with extra vehicles, 
audio commentaries, and unlockable 
missions. It's just a bit of a shame that these 
extra missions demonstrate a greater degree 


h it lends an undeniable air of authenticity, of variety and creativity than a lot of those 


strict adherence to the flow of the movie trilogy en P 
i А ; that are initially available. Perhaps the game 
results in a sporadic pacing and, consequently, a й 
patchy learning curve. Nevertheless, those levels боша have benefited from а greater 
that are straight from the canon are most engaging willingness to experiment with mission 
structure, though no doubt this would have 
elongated the development process. 
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The final boss is covered in blurry slow- 
motion effects. He's also something of an 
irritating anti-climax, defeating you with 
range weaponry and simple attacks 


Format: Xbox Publisher: Microsoft Developer: Tecmo (Team Ninja) Price: $50 (£35) Release: Out now (US), March 14 (UK) 


ead Or Alive is beautiful. Not because of 
the girls; not because of the trails in the 
Snow; not because of the way the neon sign 
fizzes as your opponent's body falls past it. 
Dead Or Alive is beautiful because it's 
balanced in such a way to make graceful, 
balletic combat immediate, and to make 
fighting perfection seem simultaneously so 
attainable yet so, so far away. 

Initially, it seems to come from luck. 
Combos and special moves arise from 
button sequences rather than joypad sweeps 
— rapid, rhythmic sequences of kicks and 
punches - and that means beginners will find 
some joy right from the very start. In 


Con у Mode t зап 
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be completed in six or seven 
per  charact ter, and even beginners may 


to a more challenging degree 


J 


twoplayer, it lessens the gap between the 
veteran and the novice. Button bashing won't 
always achieve spectacular results, but 
provides enough of an impetus for a good 
player to always be wary of a weaker one. It 
only takes one fortunate combo to change a 
match. Patience, control, and observation 
are as crucial as timing and memory. 

Control is smart and instinctive. Left and 
right on the D-pad controls the fighter's 
movement towards or away from their 
opponent. Up and down jump and crouch, 
or, if they're double tapped, allow the player 
to circle their foe. There are only three 
buttons: one for kick, one for punch, and 
another labelled ‘free’, which serves as block, 
hold, and counter, and can also be used in 
combination with the other two for more 
complex moves. The extra buttons the Xbox 
controller provides are mapped to these 
combinations, but the point is that there's no 
need to use them. Relying on the extraneous 


Fights can move slickly from one arena to 
another, thanks to the miracle of gravity. Soon 
after the scene above, Kasumi and Helana will 
find themselves fighting on a tiled rooftop 


‘throw’ button, which emulates pressing 
punch and free together, works well enough, 
but distracts from the purity of the system 
and thus from the game as a whole. 

Story mode can be completed in six or 
seven minutes per character on the default 
difficulty setting, and even beginners may 
want to set the computer Al to a more 
challenging degree. Still, while the 16 
end-game movies are attractive, completing 
the game isn't really worth sweating over. The 
thrill here comes from practising the art of 
fighting, whichever style you choose: karate 
involves mastering wildly different rhythms to 
the rolling drunken fighting. Rewards for 
repeated triumph prove to be minimal, with 
only a handful of hidden costumes making 
their presence known to Edge, though more 
are promised for the Japanese version which 
may well be made available as a hard-disk 
update to the US release. 

A bigger and much less patchable 


Previously in E99/E103 
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The sub-aqua aquarium level fails to have the calming effect that being surrounded by fish is meant to induce, 
but looks stunning. Other levels are less dramatic, but there are constants: a kick in the face is never pleasant 


concern is with the D-pad. It's not as much 
of a problem as previously imagined, since its 
cylindrical nature proves surprisingly stiff and 
responsive, but the (presumably) stylistically- 
instigated 'X' is still weaker than a standard 
cross formation, and veteran fighters will cry 
for an arcade stick. But then veteran fighters 
always do. It's a show-off thing. 

And that serves as a neat enough 
description for the game itself. Show-off 
because it's possible to pull off jaw-dropping 
hold, throws, and combination attacks within 
only a few minutes of studying the move lists. 
Show-off because experienced fighters can 
pull off even more dazzling displays, 
demonstrate lightning fast combat ballet, 
make the screen shake with power. Show-off 
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because, of all the games currently available 
for the Xbox, this is the one that'll convince 
onlookers that Microsoft's juggernaut really is 
visually punching its weight. 

But underneath the aesthetics, while 
there's little doubt that those with Dead Or 
Alive 2 on Dreamcast or PlayStation2 will 
enjoy the follow-up, it doesn't provide any 
particular incentive to purchase. It's fine, 
spectacular, stunning, in a thoroughly 
ordinary fashion. It thrills, but will leave 
those who've previously visited the series 
contented rather than elated. Newcomers, 
on the other hand, will find the 
rhythmic joy as unconfined as ever. 


Edge rating: Seven out of ten 
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Perhaps the most impressive aspect of Dead Or Alive 3 is the way the characters' bodies lock neatly 
together during throws and holds. It's not easy to appreciate it when you're caught like this, though 


Tag hour 


As well as the story mode, Dead Or Alive 3 provides 
a series of other challenges for the player to work 
through. Survival mode and Time Attack are self- 
explanatory and entertaining enough, but the real 


fun comes with the returning Tag Battle mode, which 


brings a new level of tactical depth to the combat. 
While a character is out of the ring their health 

recharges, which means last-second tags can prove 
invaluable, especially since two-person teams can 
execute combination holds and throws which are as 
damaging as they are spectacular. 
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Format: PC Publisher: Activision Developer: id Price: £40 Release: Out now 


ore than anything else, Return to Castle 

Wolfenstein should be important. The 
original Wolfenstein was, more so than its 
younger brother Doom, the game which 
offered a glance of the future in PC terms. 

id — a developer with a string of 
entertaining 2D action games to its name, 
and which boasted the native-language-is- 
assembly mind of John Carmack — 
worked out a way to make the third 
dimension interact with the speed of the 
traditional second. Wolfenstein was a 
unique high-speed SD action game. 
Massively successful in its own terms, and 
acting as the initial probing assault to the 
complete domination of Doom, it is 
important. As important as Mario. As 
important as Zelda or Metal Gear Solid or 
any of its peers in innovation. 

Wolfenstein begat everything. 

So why should the return to the zero hour 
of PC 3D action be so ordinary? 

And ordinary it is. Which, for the devotee 
of pure entertainment, is no bad thing. If the 
PC is capable of anything it's of creating a 
string of brilliant FPS games. Looking ahead 
to the next 12 months, it's fair to say the PC 
will hold more firstperson games than any 
other format — meaning the competition is 
stronger. As good as RTCW is, the thoughts 
it provokes are simple, little things: a slice 
better than Star Trek: Elite Force, similar 
stealth elements to No-one Lives Forever, 
just about as many entertaining moments as 
Aliens Versus Predator 2. Which is the real 
problem: there's literally nothing here that you 
haven't experienced before. 

Which, when it works, is an undeniable 
strength — careful observers might draw a line 
between the inching improvements of 
eastern-school beat 'em ups and the PC 
shooter, were it not for games as varied as 


It's in the range of weapon options that 
RTCW excels. In most missions, both 
close-up silenced Sten-gun work and 
sniper rifle fire are possible 


sed 
mpressive 


n films 


Deus Ex and Flashpoint proving the form can 
be twisted into wonderful new shapes. 

The lessons taught by Half-Life, of the 
vast majority of plot elements happening in- 
engine without breaking control, is followed in 
RTCW, leading to a virtually seamless 
atmosphere. Graphically, the GeForce 3 is 
harnessed to present some of the most 
impressive landscapes of WW? action films — 
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Rather than concentrating on presenting an action game purely based around the historical truths of the 
Third Reich, Return To Castle Wolfenstein enters the world of Nazi Occult Conspiracy theories. Hence this 


Sort with higher characteristics, identical 
characters statistics are boosted, making it 
impossible to predict the accurate effects of 
your actions on them. Despite the expansive 
outdoor terrain model allowed by the use of 
the Quake Team Arena Engine, the 
construction of the levels is purely linear — not 
a bad thing in itself, except when the actual 
way to progress becomes occasionally 
confusing. And, yes, there are moments 
where to progress efficiently you have to 
quick-save, enter a room, locate the baddies, 
and then replay with the advantage of your 
precognisant knowledge. 

Return To Castle Wolfenstein embodies 
the pure-PC shooter, acting both as its 
paragon and its scapegoat. Both fans and 
detractors of the genre will find much to 
enthuse about here, missing the point that it's 
not the genre that's the problem, but 
rather the lack of anything revelatory. 


chateaux, dams, churches - and the 
standards of the genre — underground 
Science bases, catacombs - to beautiful 
effect. Character design is striking, as in the 
leather jumpsuit-clad dominatrixes or the 
gothic flamethrower troops. A wide weapon 
set allows a variety of approaches, with each 
player favouring a selection of scopes and 
sights. The silenced Sten-gun or the chain- 
gun analogue of the Venom Gun? The choice 
really is yours. Even at its most distracted, 
RTCW is a far greater experience than the 
crippled Red Faction. 

But RTCW shares all the weaknesses of 
the form too. Enemy Al is capable of both 
impressive tactics (falling back to lay 
ambushes), and shellshocked idiocy 
(standing still watching their Reich-brother's 
head explode with a bullet to the cranium). 
Head-shots are overly stressed, meaning 
reaction shots to the target area are favoured 
above any tactics. 

Rather than introducing a new enemy 


Six oi 


ten 


Previously in EB6/E90/E 


The super-science of the mythical Reich is 
explored to provide suitable opponents. With 
trips to experimental jet-fighter stations, RTCW 
plays fast and loose with history 


Team play 


Despite the game's hype as being from id, 
the Texas team only ever really acted as 
producer; Grey Matter (previously Xatrix, 
creators of Kingpin) took duties on the 
singleplayer game while the multiplayer 
duties were looked after by Nerve. A Team 
Fortress-styled class-based structure, the 
players fight in Allies versus Axis teams. 
The fact the multiplayer is centred so much 
on teamplay is perhaps appropriate given 
the amount of teamplay id has relied upon 
to create the game, a trend it will continue 
with Quake 4, to be developed by Raven. 


As hinted in the opening movie, RTCW sees a return to the relatively 
out-of-fashion Big Boss structure, with three sizeable opponents 
strewn throughout the game. Sadly, don't expect to see the 
Cybernetic Hitler of the first game to show its moustachioed face 


Format: PlayStation2 Publisher: SCEE Developer: In-house (Team Camden) Price: £40 Release: January 18 


ver since it became one of the first 

European-developed titles announced 
by Sony for PlayStation2, Dropship has been 
an intriguing prospect. Post-PlayStation, 
aerial combat games have had difficulty 
making much of an impression on the 
massmarket, with standout successes 
boasting either 24-carat licences, such as 
Rogue Leader, or a rare emphasis on fun and 


Instead of making a virtue of the potential of its 
2 


near-future setting, th 


ame settles for a crass 


revisitation of Reagan-era preoccupations 


Some of Dropship’s most gratifying 
moments recall the simple pleasures of 
such ground-bound blasters as Body 
Harvest or Virtua Cop 2 
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Simple, effective control, such as Starfox 64. 
Neither deviated from the essential 
components of airborne action, but each 
managed to dress it up in suitably distinctive 
shades and shapes. 

Dropship looked a good bet to join their 
ranks. The 2050 date-stamp would free it up 
from standard-issue air combat scenarios 
while the usual drab and dusty military 
palette, and the expansive playing fields 
promised an enhanced sense of freedom. 
Finally, there was the game's star class of 
craft, the Dropship — part-fighter plane, part- 
hovercraft. If all these aspects had been 
successfully implemented with a coherent 
and engaging backstory, Team Camden's 
effort would have had every chance of 
reviving the fortunes of the airborne shooter. 

It's a pity, then, given the success with 
which Dropship's gameplay does the air 
combat perennials — the homing missiles and 
the mounted guns, the wingmen providing 
Support and the ground forces in need of 
protection, the barracks waiting to be blown 
to bits — that the world in which they take 
place is so creatively stale. Instead of making 
a virtue of the imaginative potential of its 
near-future setting, the game settles for a 
crass revisitation of Reagan-era 
preoccupations, complete with evil Arab 
warlords, South American drug barons and 
Chinese commanders whom the player takes 
on in the name of the United Peace Force 
(the game's fictional successor to NATO and 
the UN) – all of which sits uneasily with the 
cockpit chat lifted straight from ‘Star Wars’ 
and the unconvincing, European 
co-production air to the voice acting. 

Ethical issues aside, blowing stuff up in 
Dropship can be great fun. The game's 
campaigns are subdivided into missions, 
which in turn are typically constructed from a 


In hover mode, the DualShock2’s shoulder buttons are used to ascend and descend; while flying, they 
perform a strafing role. Switching between the modes is a simple matter of a double button press 


selection of staggered tasks ranging from 
basic dogfighting duties to the destruction of 
enemy defences and installations, via troop 
and equipment transportation and protection. 
Getting somewhat comfortable with 
Switching between the dropships' supersonic 
flight mode and their precise but ponderous 
hover controls (used primarily for picking up 
and dropping off) is a necessity for 
completing missions efficiently, but it's still a 
curious system and a difficult one to love. 
The firepower at your disposal is easier to 
be enthusiastic about – hold down the circle 
button after launching a rocket, for example, 
and the camera follows the missile's 
trajectory right up to its impact. Elsewhere, 
such thrills are as likely to come at the wheel 
or mounted gun of one of the supporting 
cast of playable land vehicles; driving 
sections in tanks and ATVs are simple but 


Suitably tense, and passages of play in which 
you man the cannons of a moving vehicle 
have the immediacy of vintage light-gun 
action. Although the game attempts to 
include opportunities for RTS-style decision 
making, the way combat sections are tightly 
yoked to predetermined events undermines 
the sense that planning might be a better bet 
than simply blasting everything in sight. 

In truth, the strategy influence is most 
evident in Dropship's military aesthetic, where 
expanses of snow, sand or parched soil are 
only broken up by generic, but nicely 
modelled, enemy outposts. The price of the 
epic draw distance and scope for off-piste 
flightpaths is the dull, repetitive nature of all 
the game's miles of terrain — little wonder, 
then, that the rolling green hills and fiery skies 
of the Colombian jungle, scene of the second 
campaign, linger longest in the memory. 


Previously in EB4/E90/E99 


A highlight is the success of the air-to-air combat 


scenarios. It’s just a shame the landscapes are so dull 


The elegant arcs of rocket traces, subtle 
heat hazes and shards of sunlight with which 
the action is embellished go a long way 
towards compensating for the predictability 
of the landscape, but, as is so often the 
case, they can only truly be savoured in 
replay mode. And when all's said and done, 
that's what Dropship feels like: a polished but 
uninspired action replay of bygone blasting 
experiences. It's no template for the future of 
flight combat action, then, but should at least 
see shoot 'em up thrillseekers through 
the weekend in style. 


/ 


Protect the convoy 


{Eva} Damn it, the engine output is #1 
what | can do. 


The absence of a system of lives or 
mid-mission continues seems a missed 
opportunity, especially when your failure is a 
consequence of nothing but getting the 
controls confused in the heat of battle 


Bad taste 


Dropship's planned winter 2001 release 
date slipped because Sony elected to alter 
a bombing mission set in Afghanistan in 
light of the aftermath of September 11th, 
but from the moment you're briefed on a 
terrorist's desert hideout in the opening 
Libyan campaign through to a subsequent 
showdown in Kazakhstan, the game may 
still leave a bad taste in the mouth. The fact 
that the scenarios set in the future also 
echo present-day conflicts may have been 
intended as an indicator of maturity and 
realism, but now simply looks juvenile and 


= - Most of Dropship's action and environments unfold smoothly (especially when the PAL 60Hz option is grossly reductive. Giant bugs would have 
Edge rating: Seven out of ten activated), but sudden attacks of slowdown sometimes mar its showpiece explosions been a safer bet 
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Format: PlayStation2 Publisher: Activision Developer: Neversoft Price: £40 Release: Out now 


Previously in E99 


Complete enough challenges in two consecutive 
stages and the skate competition opens up. A 
bronze medal is needed to move to the next area 


EDIT 'SI(ATER 


thew Seer 


Custom clothing 


The skater editor is an entertaining 
diversion. While skills can be increased by 
collecting tokens on the streets, it is here 
that your flair for creativity really comes out. 
From head to toe nearly every detail of your 
chosen character can be altered, including 
facial hair and shade style. The addition of 
spandex hot pants and butch moustache 
gave Edge the opportunity to create a 
passable facsimile of its art editor. 
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SWITCH 


The controls, tricks and camera have been improved to offer the best extreme sports game to date. A 
balance metre has been added so the player can gauge stability on those particularly tricky nosegrinds 


here's nothing in gaming which quite 

manages to capture the thrill of racking 
up a ridiculous 500,000-plus point combo in 
one of Neversoft's Tony Hawk's games. The 
sheer fluidity of moving from a nosegrind to a 
tailslide then pulling off a 720 melon over an 
outrageous gap between buildings before 
landing back into a manual to continue the 
move hasn't been bettered by any other 
extreme sports title. The original Tony Hawk's 
provided the template which has been refined 
with every iteration. 

So it's business as usual in the Tony 
Hawk's universe where any hint of angularity 
indicates a grind opportunity. Clothes lines, 
fountains, flower-beds, even helicopter 
blades, are all fair game for an intrepid 
boarder. The tricklist has been expanded and 
the environments are more expansive than 
previous versions. The Foundry level sets the 
tone for the rest of the game. Larger and 
more intricate than previous openings, it still 
provides a gentle introduction for beginners. 

Structurally the game is almost identical 
to what has gone before. Nine challenges are 
Set for each level consisting of simple point 
Score challenges to performing tricks in 
specific locations. Tokens must be collected 
(which are placed in increasingly hard to 
reach locations) and most levels have a 
novelty ‘event’ which encourages exploration. 
Take to the streets of Los Angeles, for 
instance, and an earthquake can be triggered 
by grinding certain rails. The Cruise Ship in 
particular offers a wonderfully imaginative 
environment to showcase your skills. 

It is disappointing, however, that visually 
things have improved only marginally from 
PSone editions. While draw distance is 
greater and scenery tearing is less evident, 
textures are bland and detail absent and, 
although this does not detract from the 
overall experience, in comparison with other 
second-generation PS2 titles THPS3 looks 
uninspiring. The skaters, traffic, pedestrians 
and secondary characters also lack definition. 

Fans of the series will lap up this familiar 
entertainment. The controls are wonderful 
and the extras, including the much improved 
skate park editor and a fourplayer network 
option, add to an enticing package. But it's 
difficult to get excited about a game which is 
fundamentally the same as those which have 
gone before. Unfortunately, the move to 
next-generation hardware has failed to — / 
engender any true inspiration. Й 


Edge rating: Seven out of ten 


Shin Sangokumusou 2 (Dynasty Warriors 3 


Format: PlayStation2 Publisher: Koei Developer: In-house Price: Y6,800 (£38) Release: Out now (Japan), Q1 2002 (UK) 


powerful sense of déjà vu is likely to slay 

the expectations of Dynasty Warriors 2 
(reviewed in E90) owners who approach this 
latest sequel hoping for as significant a shift in 
style as the one that distinguishes the first 
from the second Dynasty title. True, the 
characters are more flamboyant, the 
encounters arguably more dynamic and the 
action certainly more fluid — possibly swifter, 
too – but there isn't much in Shin 
Sangokumusou 2 to differentiate it from its 
prequel — even some of the music is identical. 
Which, seeing as Dynasty Warriors 2 proved 
surprisingly compelling, is only really a 
dilemma for those who already possess a 
copy of Koei's PS2 slash 'em up. 

Of course there are additions. More 
stages and characters (around 20 and 40, 
respectively) are to be expected, as is the 
increased graphical detail. Perhaps less so – 
though just as welcome - is the ability to 
trample enemy troops with elephants. 
However, a more significant inclusion is the 
handful of modes that join the main Musou 
(campaign) option: Challenge offers survival 
and time trial (100 enemies in the shortest 
amount of time) options but, critically, there's 
also a twoplayer game, conspicuously 
missing from the game's prequel (see box). 

Other than that, the mechanics remain 
very much the same. There is a noticeable 
(and worthy) intrusion of action RPG 
elements relating mainly to items that can be 
found along your battling and later equipped, 
and you can now exercise a certain amount 
of control over your bodyguards by issuing 
limited commands mid-conflict but otherwise 
it’s business as usual: pick your character 
and engage in a series of epic encounters 
against hundreds of opponents; fight 
valiantly; ensure your health bar never gets 
empty and rush around the vast 
environments to aid fellow war generals in 
need of assistance. 

It is repetitive — extremely so, in fact. But 
even after you've spent the best part of an 
hour continuously engaging in an admittedly 
near-identical sequence of button presses, 
striking down your 1500th opponent is as 
fulfilling as the first – the experience remains 
strikingly compulsive. Whether it's an 
experience Dynasty Warriors 2 players will 
consider worth another £40 is highly 
debatable, however. Then again, the primal 
appeal of a one-man army should 
never be underestimated. 


Edge rating: Seven out of ten 
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Combos are now more prominent, happily strengthening the overall arcade feel. The sense of urgency 
when rushing to help an ally in trouble somewhere else on the map thankfully remains strongly conveyed 


Perhaps marginally more so than the previous 
Dynasty game, Shin Sangokumusou 2 offers a 
great deal of atmosphere. Less desirable is the 
draw distance which is still absurdly short, 
particularly when fighter numbers get very high 


Double-edged sword 


The twoplayer option, noticeably absent 
from Dynasty Warriors 2, has managed an 
appearance in this sequel. Playing either 
cooperatively or at opposite ends of the 
good/evil scale, two can engage in rather 
entertaining bouts. Occasionally, slowdown 
does make itself known although more 
significant is how restrictive the view can 
prove, given that the camera is just that 
little bit too close to the action. An iLink 
option might have been a good move. 
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Smash Brothers DX 


Format: GameCube Publisher: Nintendo 


Developer: HAL Laboratories 


Price: ¥6,800 (£38) Release: Out now (Japan) TBC (UK) 


Previously in E99 


n March '99, Edge reviewed All-Star Dai 

Rantou Smash Brothers, the N64 
precursor to the GameCube's Smash 
Brothers DX. "Smash Brothers is a novel 
concept executed with considerable flair in 
places," ran the closing paragraph "Yet it falls 
far short of Nintendo's grand standards". 

Thus Edge approaches the sequel with 
some trepidation, not least because the Net 
is on fire with tales of the game's second 
coming; it's being hailed like the resurrection. 
This is proof of a return to form for Nintendo. 
This is the game to sell the GameCube. 
Wrong. This is an enjoyable rehash of an 
entertaining game. It's fun, but it's not 
evolution; it's reproduction. 

Smash Brothers' closest relative is still 
Capcom's Power Stone series, despite HAL 
shying from taking the series into 3D, a 
disappointment perhaps born from trust in 
consumer stoicism. Despite the interactive 
backgrounds and impressive lighting, the 
levels/ladders environments remain pure 
Game & Watch. The pattern is just as 
relentless: kick, punch, and one-button 
specials, level after level after level. 

There is no pacing in Smash Brothers. It's 
all frantic, all the time, and while there are 
numerous difficulty levels offering increasingly 
sharp Al, honing your skills against the 
computer becomes tiresome. Part of this 
comes from the blocking method, which, 
given the frantic nature of the game and how 
little time you're given to react, is near 
redundant. Random victories also detract 
because there's less pleasure in victory when 
you know it's not skill that's acquired it. 

Still, if there are question marks over the 
subtlety of strategy, there are none over the 
depth of content. Backdrops reference 
character history, provide in-jokes for 
Nintendo fans and colourful dioramas for 
everyone else. Sub-games compliment the 
combat with puzzling diversion, and the 
adventure mode turns the game, briefly, into 
a spectacular 2D platformer. 

But it's not enough to change the core. 
Smash Brothers is a beautiful, fun game with 
near-infinite option-screen-based depth and 
wonderful pick-up-and-play comedy, but it's 
riddled with the problems of its predecessor. 
It's breathless, and scrappy, and ultimately 
monotonous. And, as you'd expect given 
NCLS safety-first static evolution, it's still only 
adequate. It still falls far short of m 
Nintendo's grand standards. й 


Edge rating: Six out of ten 
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Seal of approval 


Characters and arenas unlock as the 
player progresses through the game, but 
the focus of the reward system is the 
trophy room. Win bonus rounds during the 
main game and you're rewarded with gold 
coins. Coins can be spent in a Shenmue- 
style toy machine that contains hundreds 
of different character and object models — 
the trophies – each of which can be 
examined at length on a collection screen. 
Spending more coins per try increases the 
chance of returning an unfound figurine, 
but adventurous combatants will also find 
them during the game itself. 


Pokéballs appear randomly, and when thrown 
produce Pokémon which attack your foes. There 
are an impressive range of different creatures 
available, just as there are a staggering amount 
of collectables: those who insist on catching 'em 
all will have to spend quite a while in pursuit 
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Format: PC Publisher: UbiSoft Developer: Liquid Entertainment Price: £35 Release: Out now 
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Battle Realms’ fog of war (the turquoise clouds) 
is quite severe, and means tracking down that 
final undefeated clan member proves irksome 


iioo 1 


Personal development 


The first building a player can construct 

is the peasant hut, which produces the 
basic unit, the peasant, up to a player’s 
maximum amount. Peasants can be turned 
into more powerful warriors by sending 
them to different training camps; the 
archery range produces Archers, while the 
bathhouse produces Geishas. Camps can 
also be used in combination: setting up a ї 1 veesese © 
route that sends new peasants directly : - - 
from the peasant hut to the alchemist hut 
and then into the dojo produces Kabuki Battle Realms is graphically accomplished, with realistically rippling water, and various environmental 
Warriors ready for immediate conflict. effects. You can zoom in on the action sightly, though this feature is accessible only via a mouse wheel 
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he story so far: Ed Del Castillo 
T produced Command & Conquer, and 
Command & Conquer produced the tank 
rush. Command & Conquer, being the game 
that popularised realtime strategy, also 
produced a thousand near-identical clones 
of itself. Some were licensed sequels; some 
were just rip-offs; all took the tank rush and 
made it their own. Ed Del Castillo didn't like 
the tank rush much, so he went off and 
produced Liquid Entertainment, and they 
produced a new game. 

The game is Battle Realms. The tank 
rush is the cancer — the disease that 
removes the S from RTS and turns it into a 
battle of mass-production, a contest to see 
who can make more of the toughest units 
the quickest. Battle Realms eliminates it, by 
making production exponentially slower with 
every additional build, and effectively capping 
each army's maximum number of units. 
Brute force will rarely succeed on the easiest 
Al settings, and never on the hardest. 
Intelligence is key, and using terrain to your 
advantage or employing smart strategy 
brings victory. 

The combat doesn't have the realistic 
Sun Tzu depths of Shogun, but then it was 
never meant to, since Sun Tzu rarely had to 
deal with zombies, magical archers and 
sumo rocket-launchers. This is not a realistic 
feudal Japan, but a creative one born from 
mythology and inspired by cartoon history. 
The characters are colourful, smartly 
designed, but crude: Liquid clearly wants 
Battle Realms to appeal to as many gamers 
as possible, with minimum system specs to 
suit, and thus the models look more like lead 
figurines than fighters. That's fine; the 
accentuated polygonal shapes could equally 
be attributed to a stylistic decision as a 
technical requirement, and the world fits the 
game comfortably. 

It's not faultless. Unit control can be 
unwieldy, and the resource management is 
tiring and only a little more subtle than C&C 
and its myriad genetic photocopies. When 
Battle Realms is at its worst it feels like the 
whole core of the game is plodding and well- 
worn. But it's the accessible strategy that's 
new and compelling; the way the game, for 
all its flippantly mystical overtones, forces you 
to think about how you're directing every 
single unit. Castillo’s succeeded in destroying 
his own legacy, a bold move that 2 
deserves recognition and praise. "eS 


Edge rating: Seven out of ten 


Dark Summit 


Format: Xbox Publisher: Radical Entertainment Developer: THQ Price: $50 (£38) Release: Out now (US), March 14 (UK) 


ccording to its promotional website, 
A one of Dark Summit's main selling 
points is that it's the first game of its kind: 
“The only action adventure snowboarding 
videogame with mission-based objectives" it 
proclaims. If this is a fair example of what the 
future of the subgenre might hold, then 
Edge can only hope is that there is no 
future. No-one deserves this, let alone the 
multiple half-arsed imitations that fast-buck 
merchants will inevitably spew forth. 

Taking the role of Naya McQueen, a 
boarder disenfranchised by new hillside 
rules, the player slides down a plastic 
mountainside looking for bombs so they 
can blow up the resort's ranger. Scattered 
around the hill are challenge gates. 
Completing the challenges gives points, 
and points can be exchanged for passes 
to higher sections of the mountain. There 
are 45 of them in all, and none are any 
subtler than the training missions you might 
find in an uninspired FPS. They feel like 
introductions to the control system. Press 
this button to jump. Perform a railslide. They 
feel like they're building to something. They 
are, in a sense. 

While most of the challenges fall on 
their first attempt, the last mission you 
receive is a calculated attempt to extend the 
life of the game by ramping the difficulty up 
tenfold. All that does is show up the appalling 
control system for the mess it is, a system 
which has more parallels with Horace Goes 
Skiing than it does with Amped or SSX. 
Finish the game and you get five other riders 
to play with. But, other than some obligation 
caused by financial investment, why would 
you bother? The game's a slowride left/right 
memory test down a primitive pachinko-style 
mountainside, devalued further by corporate 
misrepresentations of youth, sentences 
dotted with awkward street slang and 
sponsored rebellion. 

State it clearly, then: Dark Summit is 
awful. Not just awful in the sense that it's 
ill-conceived, or poorly executed, but awful 
in the sense that it barely exists as a game. 
It will sell, but only on the back of the 
Success of Amped and SSX to powder 
addicts who like the idea of getting more 
from their slopes. It shouldn't, because it 
doesn't provide that. It doesn't provide 
anything short of disappointment and 
mental anguish, and those who buy it 


will be mortified. 22 


Edge rating: Two out of ten 


The mountain is spotted with gigantic pits of 
radioactive goo. Clear them with a trick, and 
you'll get a score bonus. High scores unlock 
new outfits and accessories, all of which are 
crude, horrific and all utterly redundant 


Getting physical 


While the physics systems of SSX and 
Amped make the player feel they're on 
snow, Dark Summit's fudging constantly 
reminds them they're not. For a start, 
there's no spinning or flipping momentum, 
which makes the whole trick system look 
and feel ridiculous. Any momentum on the 
ground is false, too, to the extent that 
you'll sometimes find yourself picking up 
speed as you go uphill. Even the trails you 
leave are faked. Stand still for a moment, 


twist your board, and the parallel lines left Most objects on the mountain can be destroyed or moved, with little point other mindless destruction. It's 
behind you twist as well. also frustrating when you deliberately run into objects that won't budge, aching for a little eye candy 
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he authentic racing game is rapidly approaching 

T the position of absolute atrophy of design that 
blights sports games and beat 'em ups, with each 
inching broken-legged hop pushing its boundaries 
imperceptibly to a layman's eyes. Which means that 
any break from the standard must receive respect. 

Hence hail MotoRacer 3's plethora of challenges. 
Speed, Supercross, Motocross, Trial, Stunt and Traffic 
modes offer strongly differentiated experiences, which 
vary from core, already strongly explored areas – Speed 
and Supercross - to more interesting esoterica. Trial 
updates Kick-start in three dimensions, while Stunt 
separates itself from similar aerial-gymnastic games by 
means of one of the most unusual control systems of all 
time. Tricks are performed by, unbelievably, pressing 
directions controls in conjunction with the number keys. 
It's an inelegant and unintuitive solution. 

The banzai-run through Parisian traffic is the most 
limited of all sections. While its linearity is forgivable — 
not everything has to be Midtown Madness to enchant 


While the city-races through Paris 
disappoint, judging the individual bumps 
of the Motocross tracks provides a 
sizeable challenge 


— the vehicular flow is entirely unconvincing. 
MotoRacer’s failings leaves too much for its 
undeniable qualities elsewhere to overcome. 


The trial courses demand perfectly judged manipulation of the bike. Taking place in a fully lit stadia, this is 
Edge rating: Five out of ten strongly characteristic of a game that's not afraid to enliven a situation with glitz 


Format: PlayStation2 Publisher: Electronic Arts Developer: In-house Origin £45 Date: Out now 


ately, producers of Bond movies have been more 
L than happy to harness the external features of a 
successful formula, evoking a comfortable air of 
familiarity without capturing the spirit that made the 
early movies great. Which is a bit like Agent Under Fire. 
It certainly boasts the requisite plot — interminably 
convoluted and involving nefarious villains, funky 
gadgets, bombastic action set-pieces and lame one- 


liners. It also demonstrates a fair amount of imagination 
in its combination of standard firstperson action with 
one or two shoot 'em up sections and driving missions, 
as well as a reasonable multiplayer mode. 

Unfortunately though, it is ultimately a formulaic 
affair, with player self-expression limited at every point 
by a firmly-on-rails structure which is more akin to an 
arcade lightgun title than the relative freedom of the 
more obvious comparison, GoldenEye. It's also fairly 
short, with very little replay value. No doubt the 


opportunity to play Bond will, once again, provide its 
Driving missions and a reasonable own enjoyment to gamers of a certain persuasion. 


multiplayer mode add some variation, but Most, particularly those who might be hoping for a title 
not really enough ingenuity to raise the 


standard of the game above average 


to match Rare's opus, will be disappointed by an 


unremittingly average experience. 


Despite granting the illusion of freedom, players are firmly constrained throughout the course of Agent = s 
Under Fire. By performing tasks in a manner prescribed by the developer, players earn extra rewards Edge rating: Five out of ten 
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SSX Tricky 


Format: PlayStation2 (version tested), GameCube, Xbox Publisher: EA Developer: EA Canada Price: £45 Release: Out now 


50 mph 
0:42.68 


4H mph 
Db. 36 


The new Alaska track is icy and spartan, 
emphasising speed over graphical detail 


Ubertricks involve the rider taking their feet off the board, and can only be achieved when the Tricky meter 
is full. Pull off six of them, and the meter remains permanently charged, providing infinite speed boosts 


t's only been a year since SSX arrived, and the Tricky 
| update presumably heralds an infinitely sequential 
Л i 2 g 90 policy, It's a shame, but it's predictable. Less 
E predictably, SSX has aged quickly, perhaps in light of 

more visually striking titles like MGS2 and Devil May 
Cry, or perhaps because of the competition from Xbox. 
Of course, it's a different game to Amped, with the 
emphasis on racing and a Day-Glo sheen, but it's still 
disappointing when you compare the textured 
backgrounds with Amped's distant polygonal scenery. 

But the impact is still there. You feel every spin, flip, 
and landing, all captioned with screams, shouts and 
fireworks. The addition of rivalries — some riders are 
friends, some are enemies, but all become more 
aggressive towards you each time you bang into them 
-İs a pleasant gimmick, but a gimmick nonetheless. 
The alterations to the old courses are less throwaway, 
and the new ones should please those who've tired of 
the original's half-pipe pathways. It'll be too easy for 
masters of the original, and the Byzantine menu system 
and associated loading times annoy, but on-slope the 
game shines through, and it's still the best way 
to get snowbound adrenaline on PS2. 


Edge rating: Seven out of ten 


Tom Clancy's Ghost Recon 


Format: PC Publisher; UbiSoft Developer: Red Storm Price: £30 Release: Out now 


he franchise appears to have been laid to rest, but 

to all intents and purposes Ghost Recon is a whole 
new Rainbow Six, polished and tweaked in almost 
every conceivable area. The game involves the familiar 
array of missions with you in charge of a squad of crack 
operatives, the Al's been given a good seeing-to, the 
graphics are to die for as long as your PC's up to the 
job, and it's still harder than titanium-coated nails. 

Set in 2008, Tom Clanoy's ultimate wet dream has 
come true and the evil Soviet empire has risen again so 
that Uncle Sam can give it another bloody good 
kicking, Ghost Recon’s missions take you through 
assorted theatres of war, from Russian outposts to the 
streets of Moscow, with a fine mix of objectives and 
playing styles. Commanding your troops is pleasingly 
straightforward — call up a command screen and tell 
them where to go and how to act with a minimum of 
mouse clicks — while survival at ground level isn't. 

It's best described as a lightweight Operation 
Flashpoint with a weaker story but much better 
graphics. Alternatively, it's a friendlier Rainbow Six with 
knobs on. No bad thing, but Flashpoint is still 
king of this particular castle. 


Edge rating: Eight out of ten 
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Ghost Recon is another addition to the 
Clancy cadre of sniping, sneaking, stealth 
combat titles. Death is typically meted out 
at long distance 


Everything, down to each trooper's kit, is absurdly detailed, but directing your troops from the 
ground is a joy thanks to an intuitive command interface 
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The making of... 


Dungeon Master 


With tactile environments, a sophisticated spell system, great puzzles and 
a gallimaufry of creatures, Dungeon Master was one of the most influential 
games of its generation. Was magic in the air? For the Californian team 
behind the game, its inception was a truly remarkable one 


ungeon Master cast a powerful 
р spell over those who entered its 

famous doors back in 1987. With 
its enchanting environments, colourful 
characters and sophisticated magic 
system it had the power to affect every 
waking moment. But for true fans, the 
cracked walls of Lord Chaos' domain 
became a way of life, ensuring that many 
an Atari ST disk drive rumbled long into 
the early hours. And while it is still possible 
to go back and free Tiggy, Wuuf, Daroou, 
Hawk et al from their entombment in the 
Hall of Champions, the magic of 
encountering this game within its cultural 
milieu is forever lost. The Californian team 
who lavished so much attention on one of 
videogaming's most cherished titles are 
Similarly elegiac about the past. 

"We were developing games during a 
magical transition time where games were 
evolving by leaps and bounds," states 
Andy Jaros, lead artist. "I like to compare 
it to late '60s rock. There was a great deal 
of undiscovered, untried styles to go 
around. The revolution of colour graphics, 
the mouse, even full sounds, had all come 
about quite recently and there were so 
many ways to employ these tools that we 


all had to innovate just to use them." 
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Format: Atari ST 


Publisher: Activision 


Developer: FTL 


Origin: US 


Original release date: 1987 
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It was a small office in San Diego 
which saw the emergence of the multi- 
layered Dungeon Master concept. All 
friends, the FTL team would approach 
work in a leisurely manner by day and 
work like demons by night. "We used to 
have the refrigerator stocked with sodas 
and beer and frozen food,” recalls 
Dennis Walker, assistant director. “We'd 
have the stereos cranked up and it was 
sometimes like a working party. It was a 
lot of fun because we were all being 
creative and we could tell we were on to 
something that was going to blow people 
away. All we started with was a way to 
draw a 3D dungeon, and that was it. 
There wasn't much backbone to it. The 
goal was to put some meat behind the 
pretty graphics, to create a functional 


world. We were creating a mode of reality 
in essence, and the reality was an 
evolutionary process." 

Certainly, Dungeon Master changed 
the way RPGs would be constructed for 
the next decade. An intuitive interface 
coupled with detailed environments 
brought a level of involvement rarely 
experienced within the genre before or 
since. The addition of fully ‘tweakable’ 
elements within the game world, 
including a bewildering array of objects 
which could be used by the four 
champions, gave the game its unique 
tactile quality. "Unlike the simple, mono- 
dimensional worlds of most games of the 
time, you had the sense that the 
Dungeon Master world was really ‘alive’,” 
points out Michael Newton, 2nd unit 
director. "You could throw something 
down the hall, descend the stairs, come 
back up, and find where it hit the wall 
and dropped. You could pull a lever in 
one spot and have that release monsters 
elsewhere in the dungeon, and in turn 
they would end up tripping devices." 

Although point-and-click interfaces 
had been around videogames for a while, 
they had never been implemented with 
the rigour and refinement found in 
Dungeon Master — especially in a 
complex roleplaying title. Knobs on 
doors, items in niches, even the tiniest 
buttons hidden on walls could be 
manipulated to cause events or trigger 
fiendish traps. Decoration was important 
but almost every discernible object could 
be picked up, thrown, hacked to pieces 
or stored in the heroes' backpacks. It 
was an audacious achievement which 
puts many modern videogames, with 
their insistence on prerendered 
backgrounds and ‘dummy’ furniture, to 
shame. It was even possible to use the 
physics of the environment to your 
advantage. Certainly, no other game has 
quite managed to use doors to batter 
creatures with quite the same degree of 
brutality as Dungeon Master. 

"We just didn't want to have a big 
empty dungeon," adds Doug Bell, the 
game's director. “The re-use of images 
wasn't that expensive. Most of the 
objects you saw took up four bytes of 
Space each. It didn't matter what they 
were, you could just put them in your 
backpack. It was actually Wayne Holder 
who said, ‘Why can't | just reach in and 
pick things up?’ If there was one spark of 
innovation that made Dungeon Master 
the game it was, that was it. We were 
very conscious of making it as 
unobtrusive and intuitive as possible. 
Before, we had many specialised 
mechanisms — you had to go into a 
menu to get an overhead view, and then 
pick up the things around you. We 


The Hall of Champions is home to 24 mirrors containing the visages of ancient heroes. 
The player could study the stats before deciding which four (or fewer) to put in the party 


thought, why can't | just pick it up from 
the view. We just kept simplifying it." 

This was indicative of how the crew 
worked, bouncing ideas around until 
something inspired the whole team. 
There was no strict methodology or 
design. Walker even tested puzzles and 
early builds of the game in his cognitive 
psychology classes at the University of 
California, San Diego. “I was studying 
things like direct manipulation and user 
expectation. So something simple like the 
‘hand’ in Dungeon Master went through 
several iterations. We started with the 
hand being one of the eight hands of the 
four players. You could choose whose 
character's hand your cursor 
represented. But this ended up too 
confusing in certain situations and we 
eventually settled on what we called the 
third hand, or the ninth hand, if you will." 

The engine, environments and 
interface were supremely designed with 
the emphasis firmly on ease of use. But 
these elements would have been nothing 
without the wonderful creatures and 
champions which inhabited the game 
world. Many were designed by Jaros, but 
everyone on the team provided ideas. 
Although some were based on ‘D&D’ 
creatures the names were altered to 
avoid copyright infringement. The 
champion's names, too, were taken from 
strange and disparate sources. Daroou is 
Chewbacca's cousin, Halk is Conan's 
cousin and Azizi was the June 1975 
Playboy playmate. 

In the Hall of Champions hung 24 
portraits of vanquished heroes, four of 
whom could be resurrected to help 
defeat Lord Chaos. As assistant to the 
Grey Lord it was the player's task to act 
as hands and eyes to the champions and 
guide them to victory. Choosing a good 
balance of characters was an important 
aspect of the game. A combination of 
wizardry, healing, fighting and speed were 
necessary to defeat the myriad foes in 


the dungeon. Developing powerful magic 
and potions could only be achieved if the 
‘mana’ levels of characters was high 
enough. It was even possible to start 
your own potion cottage industry by 
combining spells with all the containers 
found throughout the dungeon. 

Jaros developed the arcane 
Dungeon Master magic system from an 
old D&D campaign idea. It elevated the 
combat and puzzle solving beyond 
anything which had preceeded it. The 
player could select runes which in 
combination could trigger a diverse set of 
spells and effects. Though many spells 
were discovered on scrolls it was 
possible to experiment and discover 
effects as multifarious as seeing through 
walls or banishing ethereal creatures. It 
was a system which was both mysterious 
and incredibly logical once the runes 
were understood. 

Spells, too, were required for solving 
the many conundrums placed throughout 
the dungeon's 14 levels. Bell recollects 
one puzzle which placed a powerful 
vorpal blade in a niche at the end of a 
long corridor. Suspicious holes marked 


the length of the passage on either side 
and grabbing the sword triggered a lethal 
gas attack which couldn't be avoided 
however quickly the heroes tried to run 
away. The solution? To stay put and drink 
healing potions until the gas eventually 


subsided. “I think we all enjoyed working 
on the puzzles," recalls Bell fondly. 
"Everyone who worked on the team had 
puzzles that they devised. You would go 
off and work on one and then try it out on 
everyone else. But we made sure the 
puzzles were never arbitrary. However 
difficult one was, when you solved it, it 
made sense to you. If it failed that test, 
then it didn't make the cut." 

Dungeon Master aficionados also 
attest to the game's immense 
replayability. Playing through the game 


"We'd have the stereos cranked up and it was sometimes like a 
working party. It was a lot of fun because we were all being 
creative and we could tell we were on to something that 


the making of... 


approach to the game, you couldn't just 
go hacking your way through." 

The dramatic, if slightly Athena- 
inspired cover image was the last creative 
decision made by the team. "Wayne hired 
this guy called David Darrow to do the 


was going to blow people away" 


with fewer and fewer characters became 
an essential rite of passage for fans. 
Eventually, foolhardy adventurers would 
attempt the quest with just one of the 
heroes. It was an element of the game 
which Bell playtested vigorously himself. 
“My most fond memories were playing 
through with Hissssa. He had no mana to 
begin with, but he could get magic from a 
wand. And you had to painstakingly cast 
your spells for a while because you can 
only do one rune at a time. But by the 
time he reaches the end he is capable of 
really powerful spells. I'd always pick the 
weak characters because | just wanted to 
see if | could complete it. You had to be 
much more conservative in your 


box art," recalls Walker. “Не liked to work 
with live models, so he had his wife dress 
up as a sorceress and Andy dress up as 
the guy pulling the lever on the wall. We 
wanted to have the macho dude up front 
with the sword kind of stepping back in 
surprise as the door opened, so they 
hired a body builder from Gold's Gym. 
Unfortunately when we saw the painting 
it looked like he was falling into the pit — 


not the macho image we had imagined." 
Thankfully, the image did little to dent the 
reputation of one of finest RPGs ever 
devised. And Dungeon Master surely 
ranks as one of the titles most worthy of 
resurrection from videogame's / 
own Hall of Champions. 


The variety of creatures were taken from a number of sources: ‘Dungeons & Dragons’, 
horror flicks, and, of course, the incredibly fertile imaginations of the FTL team 
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Where yesterday’s gaming goes to have a lie down 


Examining gaming history from Edge’s perspective, five years ago this month 


EDGE 


Unfeal unveiled 
Capcom 
96/97 


mi 


Issue 42, February 1997 


1. Excalibur 2555 AD, with 
“extravagant 3D engine” 

2. Mario Kart 64 scores a 
controversial 8/10 3. A 
youthful Nagoshi reflects on 
cover star Scud Race and 
the future of simian/sphere 
entertainment 4. Promoters 
of the Righteous 3D 
graphics card clearly know 
their audience 5. King of 
the castle, Richard Garriot 
6. Namco's Soul Edge: 
“very appealing" 


Richard, Richard, where did it all go wrong? 
At the start of '97 there you were, outside Origin's HQ 
with an Austin Texas T-shirt tucked into your jeans and a 
smile that said, "Mine! It's all mine!" The text said you 
were building a real-life castle. For yourself! And then EA 
consumed your company, and Ultima IX destroyed your 
reputation, and now? They say you're pimping Korean 
RPGs, but for all we know you're busking on a street 
corner somewhere in Britannia, praying for avatar 
salvation. Is one phonecall really too much to ask? 
Elsewhere, Eidos were busy signing lon Storm (“all 


DID THEY REALLY SAY THAT? 
“Arcade machine my ass!" Bizarre request or Cruis’n USA critique 
from Shiny's Dave Perry 


DID EDGE REALLY SAY THAT? 
"With Matsushita claiming polygon manipulation abilities and a 
processing speed on a par with Sega's Model 3 arcade board, this 
could well be the format to watch in '97" Edge can't wait for the M2 


TESTSCREENS (AND RATINGS) 

Mario Kart 64 (N64; 8/10), Turok: Dinosaur Hunter (PS; 9/10), 
J-League Perfect Striker (N64; 9/10), Soul Edge (PS; 8/10), 
Rage Racer (PS; 8/10), Diablo (PC; 7/10), Fighters Megamix 

(Saturn; 8/10), Cool Boarders (PS; 6/10), Reloaded (PS; 5/10), 

NBA In The Zone 2 (PS; 7/10) 


The industry's favourites from yesteryear. This month, Matt Wilkinson, 
managing director of BAM Studios, recalls a Rare epiphany 
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It's in 3D and everything... KnightLore left a lasting impression on Matt Wilkinson 


set to become the next id"), a youthful Toshihiro 
Nagoshi detailed the joys of sound-sampling the Fuji 
Freeway for Scud Race, and Terry Pratchett described 
Teeny Weeny Games’ Discworld sequel as “harder than 
the first game, but easier to solve”. A prescreen focus 
on Capcom's Street Fighter Ill also proved memorable, if 
only for Edge's photographer goading the game's 
producer into some camera shadow boxing. "Come on, 
son, give it loads... No, not like that... Try and look 
hard". Poor guy. Life's much easier when you 

can just do a quarter circle and punch. 


| was Still at school and hype over computer 
games didn't really exist back then. There were 
gaming magazines like ‘Crash’, and ‘Sinclair User’, 
but the whole ethos of the games industry was 
different. Games were geeky, and it wasn’t good to 
be seen reading mags about them. Some kids did, 
and they either got a wide berth, or a good kicking. 
Anew Spectrum game was due to be released 
by a very well respected developer. Most of their 
games were eagerly awaited, but this one was 
different. "It's a 3D game,” one lad gushed, “and you 
can walk around rooms and push biocks and stuff.” 
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“Cobblers,” replied a more sceptical scholar. “You 
can’t do 3D on the Spectrum.” And so it went on 
until finally, it was released. One lad became most 
people's best friend, by producing a copy of the 
game, as well as his Spectrum to play it on. That 
lunchtime changed my perception of games, and 
so-called ‘hardware limitations’. An isometric 3D 
game on the humble Spectrum, which had a good 
frame-rate and was fun to play. “There’s nothing that 
can’t be done,” | thought. The game was 
KnightLore, and the developer was Ultimate 
(Play The Game) – now known as Rare. 


THE GREATEST GAMES OF 
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GAMESMASTER 


ON SALE DATE: 
THURSDAY 20 DECEMBER 
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FAQ 


Dene Carter 


of its long-awaited opus, Project Ego 
(working title). For more info, see the 
Prescreen Focus on page 50. 


2 ig Blue Box is currently in the final stages 


What was the first videogame you played? 
On a ferry in about '81 | discovered Defender's 
sinister pixellated world. | can't even remember 
where | was going - | just recall looking forward 
to the return journey so ! could play it again. 


What was the first computer or games 
machine you owned? 

A ZX Spectrum. The wonders of the dead flesh 
keyboard. | had a dodgy old tape recorder that 
tried to electrocute me every few days. 


What was the first thing you ever created for a 
computer or console? 

| was 12 and | mistakenly believed that 
programming worked by interpreting the English 
in comment lines. My first program was 
something like: "REM make spaceship move up 
when the 5 key is pressed." 


What was your first job in the industry, and 
what was the first thing you ever designed? 

| started my first company at 15 and wrote a 
game called Rockman in compiled basic. It took 
me about two weeks to write. With youthful 
naivety | convinced myself that if | could write 20 
games in a year I'd be rich beyond my wildest 
dreams. That's the Thatcher years for you. 


What's your favourite game ever, and why? 
Nethack. Infinite variety, humour, the deepest 
gameplay you'll ever find and the only game to 
make me weep over the premature death of a 
lower-case ‘d’. Closely followed by Game Boy 
Zelda, the only game | played on the bog. 


What was the last game you played and what 
did you think of it? 
Counterstrike, and | was shite. Simon began to 


What's the first game you look for when you 
walk into an arcade? 

| keep looking for an old Williams game called 
Hyperball. | saw it once in Switzerland; a weird 
combination of a machine gun that fired two- 
centimetre diameter ballbearings at about ten 
balls per second and a pinball table. | also look 
for an old 2D scroller called Arianne. Probably 
says more about my feelings toward modern 
arcades than anything else. 


What’s your favourite book, album, and film 
of all time? 

Favourite book? Probably ‘The Way of Wyrd’ by 
Brian Bates. Album wise, my perennial favourite 
has to be Dead Can Dance's ‘Within the Realm 
of a Dying Sun’. Perfect stormy day music. Film 
ise, it has to be 'Alien'. Compelling 
jockumentary-style dialogue, each frame of the 
film a perfect screenshot and my introduction to 
Geiger. And | was such a nice boy before. 

| 
What game would you most like to have 
worked on? 

From a level design point of view, probably Ultima 
VII. It’s a well-conceived and incredibly believable 
же world with incredible detail; an 
obsessive's dream. 


ot all the games you've been involved with, 
what's your favourite and why? 

Probably Dungeon Keeper. Simon and | worked 
together for a long, long time and despite its 
legendary slippage | think we achieved some 
incredible things. It was the first game to show us 
the value of shoving our fingers in our ears and 
ignoring the negativity of others. 

| 


What stage is your current project at? 
[Too early to say (smiles). 


What aspect will impress players the most? 
Hopefully everything. We stopped pushing the 
proverbial envelope and are now attempting to 


“There are no ceilings, no restrictions — our only limits are our 
imaginations. Even the limits of technology are solved in time" 


yell ‘Pull!’ across the office when | respawned. 


How many hours a week do you actually 
spend playing games? 

Probably around 16. | am incredibly fortunate to 
have a wife who's not only understanding, but 
who positively encourages my obsession — 
although she usually refuses to hand over the 
controller when playing Japanese RPGs... 


| 
push a proverbial corrugated cardboard box. | 
hope that some players load our game simply to 
live in our world for a short time. 


What new development in videogames would 
you most like to see? 

А new form of investment which allows 
independent companies to thrive. We need a 
System corresponding to indie-films funding or 
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lelse we seriously risk stagnation. 


What disappoints you about the industry? 
‘The amount of suited individuals in prominent 
positions who haven't the first clue about games 
and still insist on making creative decisions for 
|people. As | like to misquote, “Those who seek 
(power are usually least suited to wield it." 


What do you enjoy most about working in the 
videogame industry? 

‘The sheer, raw enthusiasm our work provokes — 
‘both in our teams and fans. | find the passion of 
videogame fans incredible in an industry that 
rrelies little on the cult of personality. 


Whose work do you most admire? 

The Gollop brothers — terribly underrated. Simon 
iis five-and-a-half years younger than me, and 
[managed to beat me at Laser Squad four out of 
five times when he was only 10. Humiliating. 

| 

What new gaming platform are you most 
looking forward to? 

The Xbox — it's a fantastic piece of hardware. 
‘Once people start comparing the games 
available on all three consoles there's only going 
Ito be one sensible option. 


Videogames: Art or Entertainment? (Discuss) 
|Ап is a word used by pretentious arseholes 
who desperately desire invitations to parties 

| populated by other pretentious arseholes. 

af you create a work of imagination, appreciated 
by others, then it's entertainment. | mean, 

ido we really want to hear a Brian Sewell 
Icommentary on Mario? 


PROGRAMMERS 


Programmers 
Cheshire; £High 


This Northern company has been around for years, and is 
headed by some of the biggest names in the games industry. The 
company is small and focused, employing only the best, to ensure 
the highest quality. They are working on an exciting racing game 
and need Programmers with at least 2 years experience and 
excellent С/С++. A background in maths and physics would be 
ideal. Ref: 2867 


AGB Programmer 
Oxford; £DOE 


This company currently focus on AGB and CGB but plan to 
develop for next generation platforms in the very near future. They 
need an AGB Programmer to develop games and tools in support 
of AGB development predominantly on Windows MFCs. The ideal 
candidate will be proficient in C/C++, Assembler and game 
development and be educated to degree level, although raw talent 
is more important. Ref: 2874 


Junior Programmer 
Central London; £DOE 


This is a well established company based right in the heart of 
Camden Town. They have had great success with Motocross 
Mania and Extreme Biker. Due to their continued success they are 
expanding but maintain a really great small company 
atmosphere. They are currently working on a new Next Gen 
extreme sports title. Are you a junior programmer with good 
working demos? If you have knowledge of Direct X, C and Open 
GL and would like to work on PS2 and Gamecube games then 
this company would like to hear from you. Knowledge of Console, 
Assembler and С++ would be advantageous. Ref: 2876 


2 Programmers 
Liverpool; £DOE 


This company's Formula 1 was PlayStation’s second best-selling 
worldwide in 1996. They are currently working on three games- 
Project Gotham for the Xbox, and two secret projects for next- 
generation consoles. They need two programmers to work on 
gameplay implementation. You should have excellent С++, 
industry experience preferred but good graduates with a passion 
for games are welcome to apply. Ref: 2859 


Contact Andrea Denton for programmers or 
Paul Wilkes for artists and others 


Programmers £16-60k * Artists £12-50k 
Executive and Management to £100k 


This is just a small selection. _ 
For hundreds more please visit: 


www.datascope.co.uk 
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Junior Networking т ла 
London; £High + excellent benefits 


This is the London studio of the UK's largest publisher, they are 
attached to one of the World's most popular consoles. They are 
looking for a Junior Networking Programmer to work on new PS2 
project. Network programming experience, C++, TCP/IP essential. 
3D graphics, OOP/OOD, UML all desirable. Ref: 2860 


PRODUCERS 


External Producer 
Liverpool; £High + car + benefits 


This is a Northern branch of a very well-established studio with 
branches literally all over the UK. The company was founded 
almost ten years ago by a games veteran with an extensive 
industry background who wanted to realise his vision of creating 
innovative, high-quality products while maintaining an office 
atmosphere that is very open to the free flow of ideas. The 
company develops and publishes games for PSX, PS2, both GBC 
and GBA, Xbox and PC. They are also working on gaming 
content for the emerging platforms on mobiles, the Internet, and 
digital TV. With a highly talented staff, the company has produced 
a number of hits. Reporting to the head of 3rd Party Development, 
you will handle several prestigious games titles with leading third 
party developers. An experienced External Producer you will have 
at least three published titles to your credit and a proven track 
record in project management. Experience of hand held platforms 
preferred but not essential. Ref: 2849 


Producer 
Based in London; £High plus benefits 


This company has secured its place as the current leading 
provider of interactive entertainment for the wireless world. It 
already offers 18 multiplayer games (including a WAP version of 
Tomagotchi) on 9 different wireless devices and has tied deals 
with over 40 different publishers and developers. They need a 
producer to manage the creative and development processes of 
wireless entertainment properties from beginning to end, and 
manage a team of approximately four people. You will be 
accountable for managing all elements of the wireless 
entertainment development process. You will have at least five 
years project management experience and troubleshooting, and 
have overseen at least one games release. In-depth knowledge of 
Java, С++ and HTML are essential. You should be a self-starter 
who can work on their own initiative with minimal support and 
have keen interests in the wireless Internet industry. Ref: 2813 
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ARTISTS 


Lead Artist 
Sheffield; EDOE 


This very major publisher and developer of games for every 
current and next-gen console, aswell as all interactive platforms, 
distributes to 60 countries with particular strength in Europe and 
the US. They have published an incredible number of titles - 
Unreal Tournament, Driver, Alone in the Dark and Silver are only 
a few of them. They are currently looking for a Lead Artist to work 
on a new puzzle/adventure project. You should be a Lead Artist 
at present with about 5 years experience in the industry and at 
least one game to your name as a Lead Artist. Ref: 2841 


2D Texture Artist 
London; £DOE + bens 


This is the London studio of the UK's largest publisher, they are 
attached to one of the World’s most popular consoles. You will be 
a highly motivated team player with a degree in Art or a relevant 
subject. You should display a willingness to learn and have proven 
technical ability in the computer field. Photoshop, experience in 
games texturing and 3D packages experience are all essential. 


Ref: 2856 


Lead Graphic Artist 
Central London; £Neg 


This London based games and software development company is 
an explosive new force in the industry. Founded in 1998, the 
company has quadrupled in size since then and has created 
games for the N64, PlayStation and PC. Currently, however, they 
are in the midst of an exciting new project creating titles using a 
cross platform, real-time 3D games engine. They need someone 
who can organise other Graphic Artists in the team while liaising 
with the Producer, interpret concept art and implement it stylishly 
in 3D and who can also provide clear and authoritative feedback 
to other Artists, Level Builders and Animators. Previous experience 
creating this genre of game or platform is essential. Excellent 
knowledge of 3D Studio Max 3.1 is important as is a good 
knowledge of Photoshop (for texture creation). Previous 
experience with scripting would be an advantage. Ref: 2848 


Datascope Recruitment 
17 Rathbone Street, London W1T 1ND 
Tel: 020-7580 6018 Fax: 020-7580 6068 


E-mail: games@datascope.co.uk 


Or for the UK's best games links: 


www.gatewaytogames.co.uk 


start somewhere else develop your career соте to Kuju 


Ку, vi 


coders, artists, designers, management, testers needed — www.Kuju.com 


SECRET AGENTS GO TO EXTREMES... 


Senlor to £30K North West RJ492F 
One of this years most influential/successful vue being developed on next gen console. 
Fast action driving title that will cause bedlam in the shops. 


Game Programmer £25K - £30K North West RJ089F. 
Fastest developing organisation in the Country. Proud to operate out of 7 awesome 
studios. Great title, great Studio and Location. 


Game Coder £25K- £30K North East RJ479F 
омеа with excellent pedigree in game development. License of an original film 
hit title. 


Programmer £20 - £30K London RJ390F 
Satellite company of industry big shot. 1st party developer for Xbox currently doing a 
hugely innovative action title. Small organisation with big ambition. 


GBA Developer to£30K Oxfordshire RJ599F 
Eager graduates who are keen to learn the ropes or experienced GBA developer to show 
initiative with excellent coding skills. 


Al to £45K+ bonus+ package London RJ355F 

Blows the dangly dice off other car racing games! Be passionate about all things 

intelligently Artificial! Unbeatable for the right candidate, Must be passionate about games. 
to £30K Oxfordshire RJ799F 


Quaint English village home to Riotous organisation with big backing from big London 
based company. Excellent online title managed by experienced team 


Programmers to£40K North West RJ 570F 

Games on a number of different consoles require a number of programmers with a number 
of different skills. Numerically speaking, the salary will be excellent. 
Programmers to£30K Midlands RJ1009F 

Rapidly expanding UK organisation packed to the rafters with home-grown talent. Currently 
have 5 studios. A back catalogue of all the best games. 


Programmers £to30K South West RJ203F 
Various consoles. International Organisation with excellent gaming history. 


Ro cer ponis a o ОН ЖЕШ Extreme lengths that is to prevent your career from falling into the 
Mertens evil clutches of the "bad guys". Whilst James Bond has the ability 
Бао CB danses. antes origina product Superb Technologies. Very Competive to recognise the evil villain by instinct, we boast no such divine 
salary. Massive career potential. Send your CV to be part of it!! " Й ° " 

insight and instead rely upon our hard earned experience. 
SEE RM V n teres nen CUR o ME d Phot Formed in 1989 and with 12 years experience in the "secret 
эр Animator ЕМУ competitive + benefits South West VC20901 service" we too are now fully aware of who the bad guys are and 
жшн лина ensure our best endeavours to only recommend you to the "good 
не Т рекао оа не DIM. guys". To enlist the assistance of one of our agents, simply send 


* benefits 


Modeling skills, тан Driving game exp a bonus. Excellent licenses. yo ur С V to edge1 06 @ aswift. com 


Experienced Animator to£32k«4 стое VC525G 
3+ years experience. Maya essential. Established Company 


Aardvark Swift:- 


Character Animator £28k-£32k + benefits South East VC658G 
2/3 years exp in games/film. Outstanding Maya skills. High profile licenses. 


Artists of all levels to £28k VC300G 
Hand-drawn skills essential. Knowledge of any 3d package. 


Lead Artist to £32k South East VC795G 
Previous lead experience, strong Maya skills, huge scope for creative input, original 
concept for PS2. 


Lead Programmer SA0K Midlands RJO26F. \ 

Established in 1983 by a seasoned games pen pne this organisation operate from purpose built offices in a 
wonderfully picturesque Midlands Vilage. Tt They : small team for an Xbox version of an acclaimed title. The lead 
rammer will add Lar pre eam and ini uence the direction 


windows are 
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Experienced Animator £doe + benefits Midlands VC501G 
Cartoon style football title, very stable company, Max / Maya / Character Studio. 


MANAGEMENT 


Producer to £40k + benefits London CW645L1 

My client is a leader in the wireless entertainment market, and seeks an experienced 
producer, ideally with published soccer titles under their belt and an interest in emerging 
technologies 


External Producer £35k + benefits North West CWO89L1 
Experienced Producer required to handle several prestigious game titles with leading third 
party developers. Handheld experience preferred but not essential. 


Senior External Producer to £42k + benefits London CWO001L1 
Big player requires industry experienced External Producer to manage several new AAA 
projects. Must have a desire to produce quality games for a leading publisher / developer. 


Producer £35k + benefits London CW092L1 
Successful forward thinking company requires Producer with minimum 3 years experience 
and at least 2 impressive titles on which you have worked as producer. 


Producer + benefits Adelaide CW859L1 
Leading Australian developer needs an experienced PS2 producer to head up a new team, 
ideally with experience on racing titles. 


OTHER 


гыты reper pk. Peste on © "и looking for a Senior Producer to work 

[ ildren's games mai Slo for a Senior lucer to work on 

Мает бото | Аск we. и роце ме previous experience worki а developer on а PS2 е (preferably 
Meli Wen) ak Lp = AT ui ОП 


R бетен / еме Designers - ok industry veteran with emphasis on personal development 
and outing ү dies availabe quay. Pr M PER io pu platformer in cartoon style with Dien of scope for input of 
нс level designers with industry experience. Join опе of ће industry's most 


[sas 1988 this M n is Le of ay world's leading interactiv Wo velopment na 
company e software de ies һам 
плечи computer and video games in a variety of genres Developing for PS2, 5 GBA. Xbo 
Gamecube. Min 4 recent games experience, priority given to next generation tion Consoles or рох апа 
successful PS1 апа PC games only. 


[oed Re nant gen Mies. Mn 3 Tenes «2 published tee. Profteble Contact: 

Ond ате ог nex gari Mes Min d увага expe iss i —— Ыгы: = Richard Jones (richard @ aswift.com) Visit to view the best selection of job 
Associate Producer 5k + Slough (London) VC003L or Programmers opportunities the games market has to offer, includin 
ОЕ don ошл Bonus кобете / henetts, pror Ad окр а must - Жеш Calme Moro asmi: .com) vacancies bröad (өй USA and Australia) and oen for 

£14k-£24k VC601H or Creative an her i 
MN etita MANN ЖИН реки Ue - Colin Walsh (colin @aswift.com) graduates. „Мапу of these are not advertised elsewhere and 
: iim m for Producers жа печи are not available via any other agency or source. 

Level Designer / Assistant producer London УСЫН - David Corbett (david @ aswift.com 
ove ee ent. Level des eiiis, proven reckcrecont. Work оаза developer: for New Media vacancies Aardvark Swift Consulting Ltd. Silicon House, Farfield Park, 
RSEAS please send your CV (and Wath-upon-Dearne, Rotherham, S Yorks, S63 5DB 


Canada DC485F1 


Software + bonus + benefits = 
а pr cedi d e binae bo- 


Tel: - Fax: 


Programmer $70,000 negotiable + bonus + benefits USA DC872F1 
Major US / European game developer. PS2 / Xbox / GameCube experience preferred. C, 
C++, 3D Graphics, Al 


Programmer $55,000 negotiable + bonus + benefits Australia DC844F1 
ее Muere hastis Gama Oak / GBA game developer. C, C++, 
3D Math, 3D Physics. 


WWwW.aswift.com 


JOIN THE FAMILY 


DMA is now recruiting. We're riding high on the stunning success of Grand Theft DMA DESIGN LIMITED 
Auto III for PlayStation 2 and are looking to extend the talent we have in the 
company. DMA's informal studio is based in Leith, Edinburgh, centre of the 
beautiful northern capital of Scotland. The following positions are available and 
come with a benefits package which incudes pension and healthcare as well as 
good salary commensurate with experience. DMA Design is a subsidiary company 
of Take Two Interactive Inc. based in New York City. All DMA games are published 
by Rockstar Games. 


Level Designers: 

Would like to hear from any designer with previous experience of scripting, writing 
game missions and working with level editors. 3DSMax knowledge an advantage. 
Would also be interested in hearing from any programmers interested in moving 
into this area of development. 


Artists: 

We are looking for lo/medium poly modelers with previous industry experience 
to join a very experienced team. 3DSMax an advantage, as is enthusiasm. We're 
looking for environment, character and vehicle modelers, good texture skills a 
definite plus. Amusing second name an advantage. 


Coders: 

We are looking for all kinds of game coders. Commercial games experience is an 
advantage but not necessary. Passion for games is. Must have positive attitude 
and be able to communicate with people as well as computers. 


Animators: 

Good technical animation skills for the Blending of Mo’Cap with hand animation 
for both in-game and scene animation. Desire to create realistic yet stylised & 
dynamic animation a must. Max, Character Studio & Mo’Cap knowledge beneficial. 


All CV's and samples of work should be either mailed to: 
cv@dma-design.com 


or sent to the Studio for the attention of Kim at: 
DMA Design Ltd. 

Second Floor 

Links House 

15 Links Place, 

Leith, Edinburgh. 

EH6 7EZ 


Tel: +44 (0) 131 454 2000 
Fax: +44 (0) 131 454 2023 
Web: www.dma.co.uk 


Producers Senior Development Managers QA Games Designers 2D/3D Artists Programmers Sales Marketing Online Developers 


Positions UK 


& abroad 
NOW! 


"OPM Response have the ability to not only pick the right person for a posi- 
tion, but also fit the personality of the candidate to the team. | have recom- 
mended a number of people from OPM and would have no hesitation in 
either recommending people to OPM or recruiting from them. A very profes- 
sional outfit" - Graeme Monk, Senior Producer - Startopia/Eidos 


If you're looking for the perfect position, we can help you find the right balance 


For further details of all our vacancies or to register vi 


Below is a small selection of our current vacancies 


Artist South Coast, to £26k ref 1181 
This young development studio has trebled in size over the last year and continues to look for the best, inde- 
pendent minded and talented staff for their next set of projects. Currently developing titles for PlayStation2, 
X-Box and PC, begin Gamecube development next year. Seeking 3D artists with minimum 6 months develop- 
ment experience behind them. You should be an expert user of 3D Studio Max and Photoshop and a portfolio 
demonstrating your artistic flair, talent and enthusiasm for the games industry. 


Experienced 3D Artist London, to £28K ref 1016 
With a number of titles currently in development our client has an vacancy for an experienced 3D Graphic Artist 
to work on one of their cutting edge projects. You will be developing graphics for a streetwise car chase game 
on next-gen consoles. The position requires someone with previous experience in games, namely texturing and 
modelling. The company is a licensed developer for Sony, Microsoft, Sega and the studio's equipped with the 
latest hardware, tools and communication facilities to provide a great working environment. 


Senior Animator East Anglia, to £30K ref 1032 
The company is a successful developer and the project a state-of-the-art PS2 title. Our client is looking for a 
Senior Animator with man-management experience alongside breathtaking animation skills. The role will focus 
on animating both human characters and fantasy creatures. This position offers a generous salary with excel- 
lent benefits paired with a focused-but-fun working atmosphere. 


Senior Artist 

Our client is looking to recruit a Senior Artist for their expanding 
development team to work on a PS2 racing game. You will be working with Maya, so previous knowledge of this 
software package is helpful but not essential as training can be given. The ideal candidate will have PS2 exp, 
published at least 2 titles and must have strong texturing skills and the ability to colour and light environments. 
An (un)healthy interest for games is essential and a passion for big wheels and engines a plus! 


Home Counties, to £28K ref 1179 


Lead Programmer South East, £50k+ ref 912 
Seeking an exp. Programmer minimum of 5 yrs GAMES experience and at least three published titles, with one 
produced as a Lead Programmer. You should have thorough on-line exp, sound C/C++ skills and database lan- 
guages such as ASP Javascript, VB, SQL. Born to lead? Sports mad? This is the job for you! 


Games Programmers North West, £20-40k ref 1122 
Highly talented and motivated programmers required to work on next-gen line-up of games - racing, platform, 


website: www.opmjobs.com email: info@opmjobs.com 


If you would like to call for a confidential chat with a specialist consultant prior to registration please 


call on the number below. Development Management - Kim Adcock (MD) Sales & Marketing - Rupert Appleyard, 
Games Art & Design - Nadja Lindacher, Games Programming & ОА Caroline Kelly-Rutherford. 


Tel: 01206 544044 Fax: 01206 547198 
Professional recruitment for interactive entertainment 


first person strategy and two GBA games. One yrs industry experience, C/C++ and 3D knowledge are essen- 
tial. Previous console exp and assembler would be a bonus. 


Senior Programmer Midlands, C£30k ref 1194 
Game development library and Windows application programmer required to work in the Technology Team writ- 
ing libraries and tools for the games team of this great developer. Strong C++ skills with 3-4 years program- 
ming experience ideally in 3D. 


Experienced Programmer North, C£30k ref 1048 
An experienced Programmer required to work on an exciting new sports title. Developing for Xbox and PS2, you 
will be responsible for completing the Xbox sku, although initially be involved with both. Previous games exp 
essential and demonstrable skills in C+ +/Assembler & DirectX. 


External Producer North West, C£35k ref 1117 
Ideally 3 published titles to your credit and a proven track record in project management. Reporting to 
the Head of 3rd Party Development you will handle several prestigious game titles. Exp of hand held plat- 
forms preferred. Generous salary offered plus executive car allowance, attractive benefits package and 
share options for long-serving employees. 


GBA Project Manager Midlands, to £40k ref 1190 
Game development management experience, business qualifications, good negotiation skills and diplo- 
macy an advantage, as will experience using MS Project, knowledge of GBA capabilities and limitations 
essential. You must be a good team member, open-minded & entrepreneurial, enthusiastic and knowl- 
edgeable of video games, able to fit into a creative, young friendly team environment. 


Technical Director South, £negotiable ref 1151 
The role requires excellent presentation and communication skills, outstanding people management, time 
management & previous experience as a technical lead/lead programmer/technical director. Company 
develops conversions, licenses and original content for the world's major games publishers, shipping 8-10 
SKUS per annum. Competitive salary, performance related bonus and future equity participation. 


Console Functional Test Manager London/Surrey, C£35k ref 962 
You will ensure that each game meets or exceeds the specific functional test requirements. You will man- 
age both internal staff and external staff and vendors, and hire team of functional test leads. Min 2 years 
experience of games development/testing/management, expertise in design and management of func- 
tional test programs. 
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r 


Recruitment 
IG House 
Palliser Hoad 


London 
W14 9EB 


Kir 


www. igl. co.uk 


Animators x 2 


Silicon ; 
plicon ФР 


At Silicon Dreams you will be working with us 


South Midlands 


on a new exciting cartoon-based football 
game. We will give you the opportunity to 
really develop your character animation and 
modelling skills. All you need is good 
character animation, or experience working 
on cartoon based games. In return you will 
receive a generous salary, royalties as well as 
the chance to move up the ladder in this fast 
growing games company. 


GBA Programmers 
and Artists 


Home Counties 


With 6 GBA titles, Crawfish is really going 
places. If you would like a slice of the action, 
you will be a GBA programmer or 2D/3D artist 
with a published title under your belt. In 
return, you will have the opportunity to work in 
a fantastic environment with many interesting 
projects, the support of a highly experienced 
team, as well as an excellent remuneration 
package and career path. 


C++/Games 
Programmer 
West Country 


Pivotal Games is a vibrant, fast growing 
company, who have developed titles including 
‘Conflict: Desert Storm’ and ‘Warzone 2100’. 


They are now extending their premises for 


future development, which includes Xbox, 


Gamecube and PS2 projects. As a result of 


this, they can offer YOU very substantial and 
rewarding career opportunities. 


Compiler Developer with 
C/C++ and/or Assembler 


London 


VECTOR 


Codeplay is a fast growing company that 
produces high speed development tools for 
games programmers. Their product is 
VectorC, a powerful compiler that takes 
standard C code & produces vectorized 
Assembler code. What they do is very 
technically advanced and they need people 
like you, who want to do new and interesting 
things. They value ideas, a sense of fun & 
technical excellence! 


NCC 


Recruitment & 
Employment 
Confederation 


Experienced Games QA x 7 


SCi is one of the UK's longest established 
Publishers. As one of the few independent 
companies in the industry, they can offer you 
such great titles as The Italian Job, 
Thunderbirds, Rally Championship and 
Conflict: Desert Storm. You will have a 
minimum of 12 months QA experience 
working for an established Games Company. 


Gameboy Artists & 
Game Designers 


POCKET, STUDIOS 


Having completed the massive hit title ‘Alone 
in the Dark’ (5/5 rating!), Pocket Studios are 
now working on a number of highly 
anticipated titles including 'Midways Greatest 
Arcade Hits'. If you want to work for a 
company that has a 'hands off' management 
style and will help you perfect your talents and 
explore new areas of creativity then look no 
further! 


London 


C and/or С++ Games 
Programmers 

(Any console) 

North West 


Virtucraft, developer of major titles such as 
‘Mortal Kombat Advance’ & ‘Dexter's 


Laboratory Deesaster Strikes’ are looking for 
talent to join them at their new studio. They 
now house one of Europe's largest specialist 
handheld gaming teams! This is your chance 
to work in an environment that gives you the 
chance to give input, and the opportunity to 
be heard. 


® emailyourcv 


Talented Games Professionals 
(All Levels) 


Home Counties 


Ld 


VJ JM 


At Kuju, we are on the look out for talented 
people who are passionate about games. If 
you want to join a company with an enviable 
reputation for excellence and innovation, 
and want YOUR career to take off, call us 
today! We want to hear from outstanding 
people from the following backgrounds: 
Coders/Games Programmers, Artists & 
Animators, and Games Designers. 


OUlrCV 


30 – 32 Watling Street 
London ECAM 9BR 

t: +44 (0)20 7920 9900 

e: games@emailyourcv.com 


Recruitment where you matter 


2001 was an incredible year for Pocket Studios. 
We brought four major projects to market - the highly-acclaimed Alone In The Dark on 
GameBoy Color and Lego Racers 2, Army Men: Operation Green and 

Midway's Greatest Arcade Hits on the GameBoy Advance. 


As a result of our continued success we are looking for talented industry 
professionals to join us at our newly refurbished hi-tech 4,000 sq ft studio 
where we are developing several MAJOR and very TOP SECRET projects 
on the GameBoy Advance. 


As a result we now require: 5 | 1 0 1 01 
Gameboy Advance Programmers ds ^ 
You will be fluent in C and/or assembler. Previous Gameboy experience is beneficial but not essential. 

Gameboy Advance Artists / Animators 


You must have an eye for detail and be fluent in Dpaint and/or Pro-Motion 
A good knowledge of Photoshop, 3D Studio Max and Character Studio would also be beneficial. 


Game / Level Designers 


You will show the ability and understanding of game design and level layout. 
An eye for detail and the ability to build coherent and detailed environments is a must. 


Interactive TV 


We are looking for experienced programmers and artists to work in our newly established 
Interactive TV department. An excellent knowledge of all hardware platforms is required. — 


All candidates must show a passion for creating highly playable video games; 
If you believe you are up to the challenge of setting new standards in the і 
handheld gaming then: 


Please send CV's and Example work to: 
David Williams 


Pocket Studios Ltd 
Burnhill Business Centre 
50 Burnhill Road 
Beckenham 

Kent 


BR3 3LA t 
тө: +44(0)20 8249 6073 H BE “> POCKET, STUDIOS ® : 
Fax *44(0)20 8249 6006 Рн imde 


Email: jobs@pocket-studios.com 


4. Senior Technical Programmer unequal led 
ES Я БИ = = 
BEN dedicated © developing cross platform oppor tunities 


libraries and tools designed to ensure that our games remain at 
the leading edge of next generation technology. 


They design and implement the core libraries for Xbox, PC, 
PlayStation 2 and Game Cube upon which the company’s games 
are built. They also write the Windows based tools for asset 
management and processing and provide bespoke data export/ 
import plug-ins for 3DS Max. 


The ideal candidate for this permanent in-house position will be 
interested in working at this crucial level of game creation and 
possess the following qualities: 


Ө, a passion for quality architecture design and 
^^ maintenance 


the ability to self-manage and work autonomously to 
a large degree 


the attention to detail required when writing code 
designed to be used for years to come 


several years of game industry programming 
experience 


Experience with 3DS Max plug-ins and/or DirectX/Xbox is 
desirable but not essential. 


CHICKEN 
Q Artists (at all levels) 


A variety of positions are available in our in-house development 
teams including level designers, 3D artists (knowledge of 3DS 
Max preferred) and 2D bitmap artists. Industry experience is not 
essential for all roles but demos are required with all applications. 
All positions include full training on our in-house tools. 


Q Programmers (at all levels) 


A variety of positions are available in ourin-house development 
teams. Should be proficient in using C/C++, with a working 
knowledge of any or all of the following: DirectX, Open GL, 
Microsoft Developer Studio, Win32 API. Industry experience is not 
essential for all roles but demos are required with all applications. 
All positions include full training on our in-house tools. 


a Project Managers 


To head up internal development teams on a variety of projects, 
working hands-on and in a pro-active way to lead their team 
towards completed games, on time, on budget and to a high 
standard. Proven leadership skills essential and at least five years 
industry experience preferred. 


Blitz Games Ltd Blitz Games offers a comprehensive 
PO Box 186, Leamington Spa, Warks. CV32 5TX benefits and relocation package. 
01926 311284 jobs@BlitzGames.com Direct applications preferred. ^ www BlitzGames.com 


All graphics are trademark and © of their respective owners. All rights reserved 


ARE WE BORN CREATIVE? 


Computer Games Design 
e Expert Systems/ Artificial Intelligence 
e Tratditional/ Computer Animation 
e Multimedia 


Lecturers/Senior Lecturers 


School of Computing & Mathematics 
Salary up to £32,910 


Are we creative because the left side of our brain is strongest? Do we get it from our parents? 
Or from being inspired somehow, somewhere down the line by someone ... like you? 


We know one thing. With your help, we'll create the next generation of computer animators. The next generation of computer 
games designers. The next generation of multimedia experts. And the next generation of expert systems and artificial 
intelligence pioneers. 


We'll also help you give birth to your own ideas and interests in a state-of-the-art Animation Centre that’s geared to 
state-of-the-art thinking. We'll give you the scope and freedom to encourage continuous development in your students and 
help you to grow your own skills and PGCE qualifications too. You'll also benefit from our portfolio of Teaching, Learning and 
Research workshops. And we'll throw in a superb remuneration package that includes 35 days’ holiday, contributory pension 
scheme, nursery facilities and a whole host of other benefits. 


Most of all, here in one of the most dynamic universities in an inexpensive part of the UK that offers a unique quality of life, 


we'll help young, talented people from every section of the community to give birth to original, 
award winning ideas in computing, visualisation and multimedia. Won't we! 


Job reference: 1890. $ 4 
Closing date: 25 January 2002, 12 noon. 

Application forms and further details are available from the Personnel Department, m 
Middlesbrough TS1 3BA. Tel 01642 342200 (24 hours) or e-mail: jobs@tees.ac.uk UNIVERSITY OF 


www.tees.ac.uk TEESSIDE 


New Year's resolutions: 


2 aed 


Have fun 


Programmers Required: 
For new Playstation 2, Game Cube and X-Box projects. 


We are looking for experienced programmers with a proven 
background and who are good team players. 
Or if you are simply brilliant with a demo to prove it, then contact us. 


Artists Required: 
For new Playstation 2, Game Cube and X-Box projects. 


We are looking for exceptional artists with a natural flair for modelling 
and texturing. You will be highly proficient with 3DS Max and 
Photoshop: Playstation 2 experience is an advantage. You will be а 
good team player who thrives on variety. 


Deibus Studios 
Microtime House 
Bonny Street 
Camden Town 
London 

NW1 9PG 


Tel: 020 7267 4667 

Fax: 020 7267 4399 

E-mail: personnel@deibus.com 
www.deibus.com 


Please send a stamped 
addressed envelope with 
your showreel if you would 
like it retlyped. 


DEIBUS 


EMAIL: 
PROGRAMMERS: JUNIOR ARTISTS: 
CLAUDIAGCHANGE-JOB.COM LUCY@CHANGE-JOB.COM 


PRODUCERS/DESIGNERS/OTHERS: ARTISTS: 
MONICA@CHANGE-JOB.COM 


3D and game programmers. Lead & games designers. External 
producers. Animators, modellers and 2D artists. 


Acclaim Entertainment is undoubtedly one of the most successful game development/publishing groups in the world. Our 
philosophy is that creativity, quality and teamwork are the cornerstones of success Right now, we have a number of exciting 
opportunities based in our Cheltenham and Teeside UK Offices and in the States. Salary packages are highly competitive 
and we're working on some great projects including a futuristic fantasy style game for next generation consoles. 


For more information please send a CV to:- 
Alternatively contact Vicki Cairns at Aardvark Swift on 01709 876877 for further information. 


Aardvark Swift Consulting Ltd. Silicon House. Fairfield Park, Wath Upon 
Dearne, Rotherham South Yorkshire. S63 5DB. 


www.change-job.com 


am stephens 


AM... also in the GAME! 


Nationwide coverage yet with a unique focus on Scotland 
and the North of England. 


artists 


creative? talente 
passion. for. games? 
welcome! 


We specialise in placing Programmers, Designers, 
Artists & Producers with innovative games companies. 


For a confidential discussion please call Nick Scott on 0131 557 7706, 
send your CV / Showreel to recruit@amstphens.co.uk 
or 19 Albany Street Edinburgh EH1 3QN 


pro-active an 


we are looki 


SPECIALIST CONSULTANTS TO THE GAMES INDUSTRY FOR EXPERIENCE AND SENIOR STAFF 


our future starts here „м 
bad uri eee etin pne pie edic 
PROGRAMMERS: £16k-50k. PC, xbox, Gamecube, PS2, 
Al, GBA/GBC, Mac, New Graduates 


ARTISTS: £15 - 40k. 3D, 2D texture, modellers, 
animators, human figure, traditional, low polygon, FMV. 


PLUS!: QA, Project Management, Level/Games Design, 
PC support, Localisation and п үүө 


REGISTER NOW! - SUBMIT Y 


send your CV and ѕатрі 
Ian Roxburgh 

The Creative Аѕѕетыї 
Weald House 
Southwater Bus 
Southwater |. 

Nr. Horsham | 

West Sussex 

RH13 7HE 


interactpersendliahotnall: com 


or e-mail: jan@creative- 


our service is free and strictly confidential 


HEAD WANTED 


THAT'S ... HEAD OF PROGRAMING! 


IF YOU HAVE - 


€ 5+ YEARS OF EXPERIENCE IN THE GAMES INDUSTRY 

Ф AN EXPERT KNOWLEDGE OF D, C++, OOP 

9 A WORKING KNOWLEDGE OF NEXT GEN PLATFORMS 

€ EXPERIENCE WITH CROSS PLATFORM TECHNOLOGICAL DEVELOPMENT 
9 BEEN A TEAM LEADER ON NUMEROUS PRODUCTS 
e 
e 


DATA DESIGN INTERACTIVE 
10/11 BIRMINGHAM ST, 


DEMONSTRABLE TEAM MANAGEMENT, COORDINATION AND LEADERSHIP SKILLS 
A PROACTIVE OUTLOOK WITH A POSITIVE ATTITUDE AND INFECTIOUS ENTHUSIASM 


HALESOWEN, AND 
WEST MIDLANDS ® YOU ARE LOOKING FOR A CHALLENGE, DON'T MIND HARD WORK, 
B63 3HN BUT WITH JOB SECURITY, EXCELLENT PAY, HEALTHCARE, 
WWW. DATADESIGN.UK.COM AND A COMPANY PAID PENSION. 
PROGRAMMERS! 


IF YOU HAVE - 


€ 2+ YEARS EXPERIENCE IN THE GAMES INDUSTRY 

9 DEMONSTRABLE GAME PLAY CODING EXPERIENCE 

Ф A LEAST ONE PUBLISHED TITLE 

@cC,C++ EXPERIENCE 

© WORKING KNOWLEDGE OF ONE OF THE NEXT GEN PLATFORMS 
€ GREAT ENTHUSIASM FOR GAMING 

9 A DESIRE TO WORK WITHIN A TALENTED, ESTABLISHED TEAM 
Ф A COMMITMENT TO GETTING THE JOB DONE. 


THEN WE HAVE POSITIONS YOU COULD FILL WORKING ON AAA LICENSED 
PRODUCT FOR THE XBOX, PS2, GAMECUBE AND РС. 


DIRECT APPLICATIONS ONLY (PREFERABLY BY E-MAIL) TO BILL . AODATADESIGN.LIK. COM 


OUR CLIENT LIST INCLUDES INFOGRAMES, HASBRO, LEGO MEDIA AND CODEMASTERS. 
ALL APPLICANTS MUST BE WILLING TO RE-LOCATE TO THE MIDLANDS! 


Looking Ahead For Creativity 


Do you have a passion 
and flair for creating 
quality games? 


We are currently looking for gaming professionals 
with commercial experience in С++, Any info on Jobs ріг email 


Assembler, 3D Studio Max, Maya, OpenGL or DirectX. Tel 0208 599 8691 (Leave a MSC) 
Jobs all over the UK, Europe, USA & Austrai 


We have a wide selection of vacancies across the whole 
of the UK with some of the best software publishers 
and developers in the industry, working 
on the most innovative titles and formats in the market. 


Want to know more? 
Then contact us NOW! 


Contact: p Extech 2000 Ltd 
Tracey Ann Ginger Extech House, 66A High Street 


tginger@extech.co.uk exti ec / 7 Egham, Surrey, TW20 9EY 
John Baldwin Tel: 01784 477712 
e ew Fax: 01784 477713 


jbaldwin@extech.co.uk www.extech.co.uk 
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@ NEW - 3D Studio MAX - Student Bundle 
Fully licensed student version of 3D Studio Max 
10 Weeks Distance Learning Course 
3D Studio Max Plug-in Pack 
Website Gallery Listing 
Only £345 (Grant Available) 
Ф 3D Studio Max 2.5 & 3.1 Distance Learning Course 
Training for Games Character Design, 
Animation and Modelling 
Only £99 (Grant Available) 
Director 8 Distance Course 
Multimedia course for Showreel design 
Create and deliver powerful multimedia presentations 
Only £99 (Grant Available) 
Free Draw for NEW Macromedia Student Bundle 
Visit our Website for your chance to WIN 
00 44 (0)1924 500999 


moax@cyoa3.co.uk 
wuw.cyba3.co.uk 


eoo € 


Worldwide releases here firct! 
X-BOX AND GAMECUBE 
LOWEST UK PRICE 
GUARANTEED! 


PSone, PS2, Dretimcaet, N64, 
GamteCube, XBox, CBC, Retro, 
Озше Boy Advanco& DVD Filme 


toitma: 01223 462825 


492 Burleigh Street, Cambridge, CB11DJ next to Grafton Centre 


AUCTION A D DEALER | PRICES! 


Ideal for collectors and dealers! What’s your collection really worth? 
ONLY 25.99 Please send Debra payable to “S. Tracy" to QWZV 7000 
den eru, 287, Bridgwater, Somerset, ТАВ 3WA COPES 


INC PEP For more dede www.diehardgamer.co.uk PRINTED 


Credit Card Hotline: 01437 766321 
e-mail: sales 9 videogamecompany.com 


1000’s of import games and accessories on line! 


Nintendo Gamecube & 1 Game £2xx 
Rogue Squadron, Luigi, Wave Race 2, Smash Brothers 
Melee, Pikmin 


Universal Playstation 2 £249 
Neo Mods, DVD Region X £19 
Metal Gear Solid 2, Castlevania Chronicles, Ace Combat 4 


Gameboy Development units £79 
Pokemon Crytal, Mario Kart, GBA Advance consoles £75 


Dreamcast 
Phantasy Online 2, Virtua Tennis 2, Shenmue 2 


camePod 


The ideal Xmas gift 


Fully adjustable to suit all ages 
Compatible with PSPS2 & PC 


For further details log onto 
www.ashdesign.com 


or tel 0870 2255 274 


for a free colour brochure 


i £470 U UT LE any GameCube 


or X-Box 


the Best Mail Order Games an the Internet 


W W W. СУИС Е. CO.UK 


Video Ga mes Experts 


27 puruer вос голо TEL; 0208-789 7196 


LONDON SW15 2PT 


48 - 52 Stafford Street, Hanley, $-0-T, Tel.01782 279294 
ә 23 Silver Street, Leicester, Tel.0116 251 5266 f = WP. 
23 Victoria Street, Wolverhampton, Tel.01902 717440 
lew Rock Boots 
11 Market Street, Nottingham, Tel.0115 948 4122 now ау ШЕЙ 


424) Castlefields, Main Centre, Derby, Tel.01332 206606 
NINT XY NDO 
а. РЕНИН - ЈАР epe & Japanese 


SUPER SMASH BROS DX - JAP 
Cubes now in 


Stock, call for 
» latest prices! 


FIFA 2002 - JAP 
EX TONY HAWK'S PRO 3 - USA 
ROGUE LEADER - USA 
Й SSX TRICKY - USA ё 
И SUPER MONKEY BALL - USA 
EXTREME G RACING - USA 
NFL MADDEN 2002 - USA 
LUIGI'S MANSION - USA 
TARZAN UNTAMED - USA 
TETRIS WORLDS - USA 
WAVE RACE BLUE STORM - USA 


GT3 CONCEPT CARS DISC - JAP 
GUILTY GEAR X PLUS - JAP 


- HALO - USA 
DEAD OR ALIVE 3 - USA 
ODDWORLD MUNCH'S ODDYSEE - USA 
PROJECT GOTHAM RACING - USA 
4X4 EVOLUTION 2 - USA 
AIRFORCE DELTA STORM - USA 


“= FUZION FRENZY - USA Don't forget 
[ue Ё) MAX PAYNE - USA E 
ЖО 4 NFL PRIME TIME 2002 - USA M E our bahin 
и NHL HITZ 2002 - USA section 
T KABUKI WARRIORS - USA  '.. Ki 
ў; 


UFC TAPOUT - USA > 6 
TRANSWORLD SURF - USA к 
DARK SUMMIT - USA 


k 
kel WE STOCK USA & JAP GAMES 


4. PlayStatio 


WE STOCK USA & JAP GAMES — 
- SHGASATURN Mosie phone facias 
er now in stock! 
WE STOCK UK & JAP GAMES 
DRAGON WARRIOR MONSTER - COBI - USA 


DRAGON WARRIOR MONSTER -TARA-usa Sales@anotherworld.co.uk 


Mail Order Mobile 07798 897770 = 
Mail Order Hotline 01782 271750 -— ~ 
www.anotherworld.co.uk |... 


LUFIA THE LEGEND RETURNS - USA 7 


PLAYSTATION 2 £185 


(with free delivery) 


PLAYSTATION 2 games from 
| GAME BOY ADVANGE 
GAMECUBE, GAMEBOY ADVANCE, 


OPEN TILL LATE, TRADE Welt Oils 
TELEPHONE: 0208 692 3444/0208 692 3888 


FAX: 0208 6923555 

373 New Cross Road, New Cross 
enm London, SE14 6AT - 
"Visa  wwWw.upgrade-factory.co.uk 


35 High Street 
Ealing Broadway 
London 

W5 5DB 


Tel 0208 567 9174 
Tel 0208 840 4466 


== We accept 
pre-orders 
on USA 


үч. GameCubes 
EE Coming 
November 


EH49B = 


News & Reviews @ WWW. ntsC-uk.com 


Games & Gadgets 


а op » 9 
E " Е 


UK GBA Games From: 
Import GBA Games From: 
UK PS2 Games From: 


Import PS2 Games From: 
Import GC Games From: 


Visit Goblin Games & Gadgets For the best UK import prices. 


\AAAAA 
WVV 


v.cagames.co.uk 


New and used UK & import games 


— Pee) OS one. меа 
BOY ADVANCE ХӘОХ 


DeCourcys Arcade, Cresswell Lane 


mo 


Hillhead, Glasgow G128AA 
Tel:0141 3343901 Fax: 0141 342 4286 


г 


E-Mail : cagames@intonet.co.uk 


BUY - SELL - TRADE 
CONSOLES 


COMPUTERS 
GAMES 


POSTAL SERVICE AVAILABLE 


COMPUTER & GAMES EXCHANGE 


16 Pembridge Rd, London W11 3HI 
© 020 7221 1123 


Please bring official ID with address & signature 
when selling or exchanging 


VAST SELECTION ON SALE 


Inbox 


Edge believes the videogames industry 
needs more original games to get out of the 
current crisis. | believe you are missing the point 
and what we need is, put simply, better games. 

Half-Life is not original, it simply took the old 
FPS concept and refined it. It didn't invent a 
whole new genre, it didn't introduce monkeys in a 
ball, it didn't revolutionise the way games are 
made, it simply made an astounding game 
perfectly executed. Same with Metal Gear Solid. 
These games don't need to feature brilliant new 
original concepts but just need to be executed 
better. These are the games that revitalise the 
industry because they don't alienate the 
massmarket and offer hardcore gamers a familiar 
but better experience. 

Some original games are fun, but Edge should 
stop looking to them as the solution. They simply 
are not, as Space Channel 5, Super Monkey Ball 
and many others demonstrate, what gamers want. 
| want a good old FPS, but one with better 
execution. | want a boring old thirdperson action 
adventure, but one that features superb scripting 
as Metal Gear Solid does. | don't want a bizarre 
game for the sake of it. 

Anonymous 


Confusing gaming originality with graphical 
esotericism is a serious mistake. By that measure, 
you wouldn't even try playing Super Monkey Ball or 
Ico or Pikmin, because they offered something a 
little out of the ordinary. Would you then ignore 
Half-Life if the graphics featured cel-shaded jungle 
creatures instead of humans and aliens — even 
though the game dynamic is exactly the same? Or 
choose to play Super Monkey Ball if the visual style 
was dark and urban? 


Kids these days make me laugh. They 
have no idea how lucky they are with the consoles 
around at the moment. | had a Speccy 48K and 
worked up through Sega, Nintendo and Amiga, 
right up to PS2 and N64. Speaking to a friend's 
nephew and listening to him whine about PS2 


Communicate by post: 


Or email: 


edge@futurenet.co.uk 


games | was amazed. | told him what things were 
like in years gone by when | was his age, the dark 
days when | had a Spectrum. 

1) The game took four or five minutes to load and 
even then it only loaded 85% of the time. You just 
got on with it. 

2) We never had save points. You had to sit there 
and finish it. No coming back after dinner to finish 
it, you never ate – most games didn't even have a 
pause button. 

3) On most games one button did everything, we 
never had different buttons for different things. 

4) We had attribute crash, and on the Speccy, 
bullets and missiles often disappeared into the 
background only to reappear next to your craft. 
5) We had lives. One hit, one life. We never had 
energy bars; you got hit you died. Simple. 

6) Multiload. On some games you had to load the 
next level. Even then it never always worked. 

7) Collision detection was terrible, things would 
miss and still kill you. 

8) Games were hard then, these days | complete 
most games (how can you not with saves 
continues and energy bars’). In those days | 
completed about 5% of my games. 

9) | admit I'm a bitter and jealous man. Its not fair, | 
would have killed for a PlayStation when | was 
young. 

10) Still, these days you don’t have £1.99 games 
any more. 

Eddie Daly 


Thrust and Zolyx on C64 for £1.99 apiece. Ah, the 
good old days... Mind you, multiload is back with a 
vengeance. 


For somebody that claims to be ‘a 
writer’, perhaps Rene Kneyber (E104) should 
spend more time working on his prose before 
stepping down from his heady literary pedestal to 
criticise the opening sequences of what is 
effectively a two-year-old computer game. 
It frustrates me when people who work in other 

areas of the entertainment industry decide to 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


unload unfairly on videogames. Storytelling is 
certainly one of the areas with room for drastic 
improvement, but remember that videogames are 
still in their infancy compared with art, literature and 
even relatively new media such as TV and cinema, 
and there have been some notably engrossing 
game storylines in recent history, not to mention 
the countless great games with no storyline at all. 
Although it is becoming less acceptable, to a 
certain extent games can get away with clichéd 
storylines providing the gameplay is up to scratch. 
You should be playing games primarily for their 
interactivity, so if all you really want is a great 
storyline then stick to reading books or rent a DVD 
for the evening. Furthermore, switching off a 
videogame because you don't like its intro 
sequence is, quite frankly, ridiculous. How would 
you feel if somebody put down a book you spent 
18 months writing after reading just the first page? 
If you are going to criticise Code: Veronica, it 
should be for its iffy control system and repetitive 
gameplay, not to mention the hit and miss nature 
of some of the primary game features, and some 
glaring oversights in its continuity. These are the 
important points; the storyline merely serves to 
stitch the gameplay sequences together. 
Ed Bartlett, lead game designer, 
The Bitmap Brothers 


How could I have not spotted it in the first 
place? PCs have patches - the ‘bane’ of home 
computing that often requires long downloads; 
consoles have half-arsed sequels - the latest 
answer to meeting deadlines. 

Let me explain, SSX Tricky, Gran Turismo 
Concept 2001 Tokyo — both pathetic add-ons 
designed to add a new course or two, or in the 
case of GT, some new cars only available in a self- 
contained arcade mode option. Sure, both of these 
examples are standalone programs that will run 
without the original software, yet who will want to 
shell out again for the same game experience. 
FIFA, Madden, along with most other EA 
franchises, exist only because of the selling and 


"You should be playing games primarily for their interactivity, 
so if all you want is a great storyline then stick to reading 
books or rent a DVD for the evening" 


purchasing of real-life players in real-life sports, not 
because of greater gameplay. 

It works though, and that's what's depressing 
about this situation. Developers will always find a 
way of releasing their game as close to the 
deadline as possible, meaning omissions — patches 
are free, and if | can improve my game for that 
price then let's have it, | do not want to pay for any 
game twice over. 

Looking to the future and many people assume 
that the Xbox will become the platform for patches 
and instability because of its hard disk, yet with the 
singular structure of the Xbox instability will not be 
an issue as the developers are able to test all one 
of the possibilities for the hardware set-up. 

Rob Payne 


The real crux of the matter is the release and sale 
of products that aren't actually finished. And there's 
a world of difference between an unsightly bug that 
rears its ugly head after QA, and a game that's 
rushed out for Christmas and which fails to work 
properly past level three. Also, this ‘patch’ 
mentality assumes everyone is — or wants to be ~ 
online. The addition of a hard drive in a console 
shouldn't be seen as a safety net for developers 
who can't handle deadlines. 


l've just read this month's Edge (E104) and 
the feature on the Game Boy Advance was most 
interesting. | bought my GBA from www.lik- 
sang.com, a Hong Kong exporter, along with a 
flash cartridge and linker as you can use these for 
coding on the GBA. l'd like to raise two points. 

Point one is regarding the Advance Wars game 
being delayed. | bought a version from the US and 
it plays fine on my Hong Kong GBA and on a UK 
GBA. How can it be taking so long? (By the way, 
the game is fantastic.) 

The other point is regarding your ten most 
wanted titles for the GBA. I’ve actually almost 
completed a GBA port of Elite, only got to sort out 
sound and a decent control method. | tried 
emailing lan Bell seeing if | could release it onto his 


A reader argues reworking existing ideas, rather 
than an injection of original games, is the solution 
to the current crisis affecting the videogame world 


Web page with all the other versions but got no 
reply. | then tried emailing David Braben and got no 
reply although | did get a reply from someone who 
works at Frontier Developments and looks after the 
Elite club. Basically l'm not allowed to release it 
because it would be illegal. | tried asking why, 
seeing as every other version is available (including 
ones which were never published) and was told 
that they are illegal and Braben reserves the right 
to sue, and has chosen not to do so. Bugger. 
Scott Newby 


Nintendo took the decision to delay Advance Wars 
after events on September 11. Ironically, the 
game was already on sale in the US by the time 
this action took place, so it feels like an 
overreaction to us. 

Here's hoping that Braben or Bell see sense 
and cut you a deal to release Elite on GBA. There 
are a few potential players here already... 


Piracy is an emotional subject for computer 
gamers, yet something rarely mentioned is 
secondhand games. Surely the buying and selling 
of secondhand games is just as damaging to the 
computer games industry as the plague of piracy? 
Yet computer exchange shops thrive in every city, 
offering AAA titles for £20 just weeks after release. 

Every sale of a secondhand game must be a 
loss of revenue for the publisher? The only parties 
that benefit are the computer exchange store and 
the punter, surely there cannot be any benefit to 
the computer games industry from such sales? 

Yet there is a flipside. Take the example of older 
games like System Shock 2 for the PC. | spent 
weeks searching games stores in vain, and even 
Electronic Arts couldn't supply a new copy. | finally 
found a secondhand copy for £10 in one of 
London's many computer exchange stores. 
Without the secondhand market, | would never 
have enjoyed this excellent title. 

And what about people on low incomes who 
cannot fork out £30 or £40 for a new title, but can 
find a secondhand copy at half that price a few 


months later? What are Edge's thoughts on the 
secondhand games market? 
Rob Cole 


The difference between piracy and 'pre-owned' 
games (the currently used Americanism for 
secondhand titles) is that anyone who pirates 
games wants to enjoy the efforts of others 

but isn't prepared to pay for the privilege. Also, 
pirates like brand new, cutting edge titles, 
while the adroit bargain hunter has to be 
content with games that are weeks, and often 
months old — which is too high a price 

for most gamers. 


1, like many other serious gamers, have 
found myself criticising the 'massmarket' and its 
effect on games with PS2 in particular seeming to 
suffer my wrath. However, if you apply the 
'videogames as art' argument that gets bandied 
around then things aren't that bad. In the world of 
the movies the massmarket rush to watch the 
latest dumb Hollywood movie giving it huge 
opening grosses. | myself would rather be 
watching the latest Coen brothers gem. On TV the 
Soaps get the biggest figures but l'd rather see 
"The West Wing' thanks. In books J. K. Rowling is 
well on the way to being a billionaire but really l'Il 
Stick with lain Banks. So should we be worried that 
Who Wants To Be A Millionaire? was the number 
one game last Christmas? 

No - as long as the income these cash 
cows generate allow for the next Deus Ex to be 
created. More importantly every now and then a 
Harry Potter fan may say to themselves - "| think 
I'll give that ‘Lord of the Rings’ a read." The trick 
for the games industry is to make sure there is a 
‘Lord of the Rings’ to read, not just ‘Harry Potter 
Volumes 1-20’. 
Chris Silk 


Anyone that's read the Harry Potter novels will 
probably disagree with your appraisal, but your 
underlying point is valid. 


"Come on Nintendo. Get the thing released here. Get the 
PAL conversions right. Bombard the airwaves with adverts. 
Then you might just have a chance" 
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Cover, issue 105: pathetic. 

So RedEye freely admits his swearing is 
neither big nor clever within the pages of issue 
105, but the usual disclaimer warns us that Edge 
may have a differing view. Like we didn’t notice! 

This puerile attempt at attention-grabbing on 
the front of a publication which shares shelf-space 
in WHSmith with Game Boy magazines aimed 
squarely at children is inexcusable. Have 
your usual sensibilities to tasteful modern design 
been discarded? Are we now to expect 
this trend to continue inside Edge with reviews for 
“pant-wettingly brill” games that all get nine 
out of ten? All you are doing is reinforcing 
stereotypes that you say you are trying to 
break away from. 

Matthew Pring 


Yes, the cover was attention-grabbing – we 
wanted to draw attention to the fact that we were 
featuring the first reviews of Xbox games, and, 
judging by your letter, it worked. But in WHSmith 
this month, no more than an arm's length away 
from Edge 106, was an issue of movie mag 
Hotdog with the coverline 'Bad Mother Fuckers' 
(the ‘u’ was partially obscured), not to mention a 
host of men's lifestyle magazines featuring scantily 
clad women. Welcome to the 21st Century. 


That is it. As Popeye said, "Enough is enough, 
and | can't stands no more". What the hell are 
Nintendo playing at? David Gosen should be a 
politician, they way he wriggles out of the question 
marks hanging over Nintendo's European strategy. 
If the GameCube isn't released here until 
September, it will lose the next-gen war. "But we 
don't want to compete against Sony." Oh, really? 
Then what would he say if | told him that | am 
seriously considering buying a PS2 instead of a 
GameCube, and maybe an Xbox to boot? 

It comes down to more than format bias. | have 
a genuine desire to see Nintendo do well, because 
they make my favourite games, my favourite 
consoles, my favourite controllers. If Sony and 


Matthew Pring wasn't impressed with E105's 
cover treatment which he feels has irreversibly 
traumatised the Game Boy-playing generation 


Microsoft clean up, that jeopardises their revenue, 
which jeopardises future games by Nintendo. 
Come on Nintendo. Get the thing released here. 
Get the PAL conversions right. Bombard the 
airwaves with adverts. Don't waste money 
sponsoring football teams. Then you might just 
have a chance. Maybe I'm oversimplifying. What 
does Edge think? 
Tony Ounsworth 


The simple truth appears to be that Nintendo can 
succeed without the European territories, and any 
money made over here is a kind of bonus - albeit a 
potentially huge one. The problems of Europe are 
clear (different TV systems, different languages, 
different marketing and distribution systems), but 
Sony and Microsoft seem to cope quite admirably, 
So quite why Nintendo appears to struggle so 
much is anyone's guess. 

If Nintendo is to succeed in Europe ~ and not 
just financially, but in capturing the hearts and 
minds of a new generation of gamers - it has to 
take its head out of its arse and provide the same 
kind of service that's enjoyed by the gamers in the 
far east and west. Our appraisal of the 
GameCube is horribly tarnished by the fact 
that we still have no idea when it's due to appear 
over here, in what numbers and with 
what software. We're loathe to admit it, but 
Edge's advice is to import your GameCube from 
the US so you can enjoy the latest releases 
today, full-screen and full-speed. 


| recently attended the xbox roadshow in 
Manchester, where hardcore gamers willing to 
travel to the rain capital of the UK could, for ten 
minutes, get their hands on eight playable Xbox 
titles. Also provided was a range of 'related' free 
marketing merchandise such as an Xbox hat that 
would not have looked out of place on Eddie the 
Eagle, a Mint Aero chocolate bar and an unknown 
energy drink in a green can. 

First up, Jet Set Radio Future. Competent game 
but visually and technically no improvement over 


the original DC version | have been playing for over 
a year. Never mind, next up... 

Dead Or Alive 3. Nice graphics and solid 
enough but then so was DOA2 on Dreamcast. Still 
not getting that 'green' Xbox feeling. Open Mint 
Aero and move onto next title. 

Amped. Its a snowboarder game. Like Westlife, 
you either love them or want them to disappear. | 
am in the latter category so lets move onto what | 
regarded as the Mario 64 of the show, the 
much-vaunted Halo. 

Oh dear. A strange sinking feeling was starting 
to happen in my stomach, and | wasn't sure if it 
was the mixture of Mint Aero and green high- 
energy drink, or the realisation that | may be 
witnessing something very familiar. It feels like 
Dreamcast all over again. 

Microsoft appear, admittedly only on a brief first 
impression, to have produced a console by 
numbers, carefully ticking off pre-requisite criteria 
on an Excel spreadsheet as it was developed. 
One beat 'em up (tick), one car game (tick), one 
cartoon platformer (tick) and so on. The generic 
mediocrity of what was on display was depressing 
and to make it worse, there was no evidence that 
despite the extra grunt hidden inside the suitcase 
of a console, there was no evidence on display 
to make the PS2's graphics chips tremble. 

Quite the contrary. 

For Xbox to succeed they needed not eight 
average titles but two or three 'must have' games 
with ample *wow' factor. When put alongside titles 
like Metal Gear Solid 2, Devil May Cry and 
Jak And Daxter the Xbox looked very... 
well, Dreamcast. 

Perhaps most telling of all was the Xbox girl 
standing in front of a non-existent ‘Pre-Order your 
Xbox NOW!' queue, looking despondently at the 
kids leaving the demo and nicking a second Mint 
Aero bar on their way out. 

| left the event feeling slightly deflated, but 
very alert and with a new found craving for 
Mint Aeros. 

Jay Smith 


“This puerile at attention-grabbing on the front of a publication 
that shares shelf-space in WHSmith with Game Boy 
magazines aimed squarely at children is inexcusable" 
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From the forum 


A selection of choice cuts from Edge-Online's discussion outlet 


Topic: The importance of game setting... 
Poster: Tito Juentez 

Would Shenmue be as appealing to UK gamers if 
it was set in London? | wouldn't find it such an 
attractive proposition. The game environment is 
largely believable, and as such it isn't completely 
alien but it isn't familiar to the point that I'm not 
erested in the cultural differences. When you're 
a completely alien setting there aren't enough 
eference points to give you an understanding of 
at is happening. For example in Shenmue 
there are bars and restaurants, we recognise the 
subtle differences, but in a completely alien 
environment we wouldn't have the experience to 
tell one room from another. The alien environment 
isn't as rich, because we have no preconceptions 
of what things should be. 


Poster: Ersby 

On a related note, | saw a documentary on 'Star 
Trek' where the props designer was talking about 
how they spent ages making high tech salt and 
epper pots, and then decided to just make them 
look like ordinary pepper pots, otherwise no one 
would know what they were. I’m not sure how this 
relates to game design. But it's still early. 
Hopefully I'll think of something better later on. 


Poster: Tito Juentez 

That's exactly what | mean though. Where's the 
un in wandering around a place where you have 
no idea what anything is? They stop being the 
props of a game and you begin to see them as 
he polygons that they are 


Topic: Finite Creatures 

Poster: Souljacker 

Playing Street Fighter on GBA, | found myself 
thinking about games on consoles that | wouldn't 
finish, possibly not even play again. Here was a 
game in my hand that | played ten years ago – 


Edge is looking for talented feature writers. If you have excellent writing skills, an in-depth knowledge and passion for gaming and an abundance of 


survival of the fittest? The best board/card games 
are timeless - that's a given, in my opinion. 

| think there have been few classics in 
gaming; time generally separates the good from 
the bad. Tetris, Pac-Man maybe, Street Fighter II? 
Not sure. But | find it to be of more substance 
than the last product from Squaresoft or Konami. 
Could the mes be going in the wrong 
direction and not know? Perhaps one day out of 
the mainstream as we know it, electronic gaming 
will find a direction of its own. | wonder what will 
be remembered in 50 years' time for influence 
and what will just be played more than chess 


Poster: Ugly Bunny 
Chances are that chess will always remain a 
much loved game - after all, for the length of time 
it's been around, and the amount of competitors 
and mimics it's seen off in its own field, it will take 
a serious change in human thought before it's 
usurped. A good question might be what games 
will be played in 2000 years that are around now? 
Probably Tetris. Unlike other games, it seems 
to survive the tests of time rather well, it's always 
fun. Whereas the first Mario and Link games are 
being dragged under as the system they were 
made for dies, the continual porting of Tetris 
means that it simply hops from system to system 
and never gets lost in time 

n a strange way, unless the industry builds 
some sort of library, most games will be lost once 
the system they where made for becomes 
redundant. It's either that or continually porting 
the same game to the latest system and hoping 
the gameplay holds. Back to the original question 
games will never develop in the wrong way due to 
simple supply and demand. 

Game evolution may look a bit like the course 
of a river, meandering, but inevitably individuals 
will steer it into the right direction every time it 
looks like getting lost 


Rather than due to withdrawal symptoms, the 
strange sinking feeling in Jay Smith's stomach 
resulted from playing Halo at an Xbox Xperience 


Topic: Cameras: Immersion vs. Practicality 
Poster: Ish 

A comment in this month's Pikmin review set me 
thinking about cameras in 3D games from (what I 
consider) to be an interesting perspective. The 
comment in Edge about Pikmin concerns the 
fact that the camera is 'stuck' to your astronaut. In 
both top down and over the shoulder views the 
camera is always tied to him. Presumably it's 

de зеа in this way to increase your involvement 
in the game. You are the astronaut. True, you're 
disembodied, but your abilities and view of the 
landscape is tied to the his location. Would the 
game lose anything by allowing you to break this 
connection and roam the map freely? Possibly. 

Silent Hill 2 is an extreme example of an 
immersive camera. It relies on disturbing camera 
angles to help build the tension that is the core 
underpinning of the whole game. It works — you 
do get involved and I've often found myself on the 
edge of my seat cautiously exploring locations. 
However the downside of this is that combat can 
become very awkward. Many times l've entered a 
room in the apartment buildings to hear the 
shuffling of a monster getting closer but | can't 
see it without running into the centre of the room 
(not exactly a sound tactic!) even though the 
monster turns out to be dead in front of my game 
character's eyes. 

But make the camera more 'practical' (over 
the shoulder or firstperson) and the game would 
become a very sterile lifeless experience. An 
affliction levelled at many firstperson shooters — 
such as No One Lives Forever and Red Faction. 
GoldenEye and Perfect Dark overcome this to 
some extent (and succeed) by showing your 
character at the start of each level and then 
moving the camera into the firstperson 
perspective. l'm not sure where l'm going with this 
— | guess l'm just trying to start a discussion on a 
topic that interests me 


ideas then you could well be the right person. Strong industry contacts would be a bonus but enthusiasm, reliability and vision are more essential qualities. 
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Mark Walbank, Edge, Future Publishing, 30 Monmouth Street, Bath, BA1 2BW. 
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